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GamePro 90% 
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..•by completely re-thinking this classic and adding, quite literally} 



another dimension, Psygnosis have created a game that is as brilltanfly original as the 


first Lemmings game. Buy iU 


// 
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PC Attack 94 % 




f i 
* * 1. 4 


// 


Hugely entertaining game that's all but impossible to put down. Don't even think about , \\ 


missing this. 




PC Gamer 94% 


// 


3D Lemmings is the best head-scratcher money 


y. That's a fact 


Ultimate Future Games 90% 


JfS. 


‘ <1 I jiiil PliiQliTTTiMr' arc trademarks of Sony Computer Entcrtafiimcnt >nc. 
Cyanosis and 3D Lemmings “ are Trademarks of Psygnosis Ltd. 
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Here we go then. You and us. On an 
endless odyssey into the world of 32bit 
gamespldying. The Sony PlayStation has 
arrived and we love it. Of course we do, 
we’ve spent the last month working 
slavishly to bring you the best mag on the 
market about it. 

Seen the other PlayStation mags yet? 

Pretty sad huh? Still, we’re here now and 
we’re unofficial, wild and not on the 
payroll, comprende. The only people we 
answer to are you, the readers, and when 
you part with your £2.95 you are entering 
into a deal based on trust. You are trusting 
us to bring you the most stylish, well 
informed, honest and comprehensive 
PlayStation editorial around, and we are 
trusting that if we do that you wilt buy our 
next issue, and our next and our next. No 
problem. We’re the best! 

Now let me introduce you to the team: 

Managing Editor: Dave Perry 

>* That’s me! I’m ace I am. The console 
king! I’ve previously launched magazines 
such as Mega Power, Games World and 
X»Gen, and I’ve also been a TV regular on 
GamesMaster, Games World and The Net. 
I’m the leader - A legend! 


Deputy Editor: Ian Lynch 

My right hand man and a real oak in a 
world of willows. Ian joined us from CTW 
ithe games industry’s trade paper) and has 
his finger firmly on the proverbial pulse. 
He’s also written for PC Home, GB Action, 
Super Action, Mega Action. PC Action and 
Amiga Action. In fact, he’s a real action 
man. 

Games Editor: Asam Ahmad 

> Likes to be called Caveman or KV, 
wonderful what a sociology degree can do 
for you eh? Asam is a real ladies man and 
a ferocious games player to boot. Our 
shaven-headed Games Ed previously 
worked on Amiga Format and Amiga 
Power. 

Staff Writer: Ryan Butt 

> Is there a magazine this man hasn’t 
worked on? Console X 5 , Super Pro, 

Super Gamer, Sega Pro, Games 

World, 3DO Magazine and PC Kids. , 

There isn’t a format he hasn’t played 
but he’s gone for the PlayStation. 

Weil that’s the Introductions over 
with, so let’s Play* 

Dave Perry 
Managing Editor 
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The most informative PlayStation 
news section in the UK. 
PlayStation Wire is your link to J 
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the future of Sony's 
super console and 
our way of showing 
off just how big our 
brains are. 




Workstation 

Some mags call them 
previews, some use 
the very industrial 
‘work in progress’ 
tag. In Play they are 
Workstations, your 
chance to see 
tomorrow’s biggest 
games today. Not just 
a piddly page written 
from a publisher 
handout but massive 
three/four page 
interviews with the 
guys designing the 
games! 

This issue our 

Workstations 

include: 
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Total NBA 
Fade to Black 
Allegiance 
Syndicate Wars 
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24 

28 

32 

36 
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Win a Sony PlayStation 
complete with hhhhm 

a copy of I 

I Rage, an I ^ .s 




Pri ‘ “ ' 
extra joy pad and 
loads of limited 
edition goodies for 
runners up. Get 
down to some 
serious flesh ; 
tearing action. ^ 
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Competition! 

Discworld. The rather 


m 


smart 


Pratchet 



inspired-adventure game. 
We’ve loads of fantastic goodies to 
give away! Say thank-you. 
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1 Pia^.Station laoiuh 

A WOO\OnO Ot f'O r'ioa\ 

Sooto’nbo’ .’ot” -ana 
\if Sat..'aa\ votn tras ooon 
'* "ailoo a> a tanta>tn. 


^ ^. w k 0 > > wi relieved and 

r ^ / 

^.\y ..Oran: videogames iruU.''t'\. 
m I'j t*'al! ovos on the 

t¥ 

• *1# ‘'.a\ Station to see whether it 

• IjUf v0...o o,astfip the first tew days of 
\ji// Sat.*"' >aiOs. Sony's new pride a'-o 

* J 

//io\ oelivo'od. selling an estimated 
/.wood nKK'nmes in three days. This is 
/o;.' ti nes ttie ‘y,ooo achieved by the 
o.o' o' eed Sega Saturn. 

T"t> eadv success is vital for Sony, as 
f‘o two 'ivals are lOL vOd ifi battles to 
00 >..aoo third pa'tv oo\elopers to give 
f'o • machines p’'o''tv. ensuring that 
if eat ga lies come out on their platform 

* ’"t. Having a fantastic machine is 
..>e.o>< it t^'e^e a^erTt enougii games to 
o.av, 0’ if t"ev a-on't gooo ono..g‘'. 

ass anvhoov \o.. \’' 0 w f'at oems a ;Po 
O’ a lagua'. 

Needless to sav. Sonv av very naoov. 
"It was a great wee^e'ld." Doug 
Goodwin, head or c \ Sales at Sonv 
Computer Entertain-uent. told PLiv. 

“We were opti n stS f'at it would go 
well, but we never exoecteo to sell so 
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▲ Peripherals: Flying out 
the door with hardware 
and software. 


“It was fantastic, couldn’t have been 
better,” Gerry Berkley, computer games 
buyer at HMV enthused to Play, 

“We sold out of everything by the 
Monday. 1 can’t remember a launch like it 
since the Mega Drive. It’s been absolutely 
amazing, with most people buying two or 
three games and a controller. Wipeout was 
our best selling game, followed by Ridge 
Racer and Battle Arena Toshinden, Wipeout 
was brilliant, our Manchester store had 
sold out by the Friday We’d actually sold 
alt our PlayStations in 15 of our shops by 
the end of the weekend.” 

Paul Lloyd-Roach, the operations director 
of Game Ltd, was equally happy 

“It went phenomenally well, it exceeded 
all our expectations. Actually we’ve sold 
double the machines we thought we might. 
“We had quite a lot of machines in, more 
than most of our competitors in fact, but 
some of our outlets still sold out on the 
first Friday By the end of the week we had 
very few left across the country. I think we 
might even have been able to sell double 


the number we did in the first week if we’d 
had more stock. 

“We actually had a phenomenally good 
day with the Saturn, but this has been 
even better. We’ve sold four times the 
number of PlayStations as we did Saturns 
in the same period. It’s been better than 
any launch I can remember, even better 
than the Mega Drive.” 

The smaller, independent shops have 
been jumping up and down too. They 
were helped by Sony’s recognition that, as 
the experts, and, in some cases, the only 
store in smaller towns, they were vital to 
selling the PlayStation. Sony went so far 
as to set up an 
independents-dedicated 
division to make sure 
as many people as 
possible in the country 
were able to get access 
to a shop selling the 
PlayStation. Will 
Copeland, managing 
director of established 


Norwich outfit One Step Beyond and a 
committee member of NASCR, the 
independents shop body, was delighted. 

“I’m ecstatic. God bless Sony We 
ordered 100 machines and we’d sold 
practically all of them by the end of the 
first Saturday, which compares to 19 
Saturns in the same period, and that was 
miles better than most shops around here 
“We stock all types of computer stuff 
and the PlayStation weekend was 
actually even better for us than the 

Windows ‘95 launch.” _ 

Hey guys, Play thinks we might have 
backed a winner here! 



08 


S ony should be congratulated on a fantastic launch. But, much as we’re all PlayStation fans*. • 
here, we’re fiercely independent, and when we disagree with them, we’re going to tell you. ’ 

■ 

Sony Computer Entertainment Europe has set up an official helpline to deal with queries on \ 
hints and tips, news, technical details and information on new releases amongst other things. 
That’s the good news. But get this, the number for this new service is 0881 505 505 which means 
that the calls cost 39P per minute during peak hours and 25P at other times to this ’lower tariff* 
premium rate line. 

However, in order to satisfy a governing body directive on premium-rate lines, Sony has stated 
that calls to the PowerLine will cost no more than £1.95 a time. Oh, that’s alright then. 
Nevertheless, at nearly £2(1) a throw, a few calls to the service will result in a lot of upset bill- 
payers, and a lot of ill-feeling all round. Play feels that the decision to make the PowerLine a 
premium rate number should have been thought out a little more to say the least. Outrageous. 
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ABERDEEN 

BARNSLEY 

BELFAST 

BIRMINOHAM 

BLACKBURN 

BOURNEMOUTH 

BRISTOL 

BROMLEY 

BURTON 

CAMBERLEY 

CARDIFF 

CHESTER 


01224 211102 



01232314733 
0121 236 7060 
01254 693990 
01202311668 
0117 9298626 
0181 4660199 
01283 539250 
01276681484 
01222 382332 
01244 350350 


CORK 

COVENTRY 

CRAWLEY 

DERBY 

DUBLIN 

DUBUN TALLAGHT 
HANLEY 

HEMEL HEMPSTEAD 

KINGSTON 

LANCASTER 

LEEDS 

UMERICK 


021 278182 



01293 530008 
01332296697 
01 677 3755 
01 4522 700 
01782 266294 
01442 233882 
0181 549 8018 
01524849522 
0113 2465320 
061 400166 




MANCHESHR 

MEADOWHAU 

MIDDLESBROUGH 

NEWaSTlE 

NORTHAMPTON 


m UK'S uAume 

KlUiriMtOIA RtTAlUR 


NOTTINGHAM 

PLYMOUTH 

POOLE 

PORTSMOUTH 

PRESTON 


0151 709 7905 
0161 839 SIOI 
0114 2569299 
01642 252970 
0191 230 0239 
01604 604123 
01603 219221 
0115 9502662 
01752 257033 
01202666255 
01705 833292 
01772 250310 


ROMFORD 

SHEFFIELD 

SOUTHAMPTON 

STEVENAGE 


01708 734803 
0114 2729300 
01703 237771 
01438 750595 




SWINDON 

THURROCK 

TUNBRIDGE WELLS 

WATFORD 

WIGAN 

WOKING 


01793 435520 
01708 890008 
01892 545326 



01942 243220 
01483 768376 
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Don t worr\. 
it’s not a now 
PlayStation 
machine, we’re 
talking Mortal 

Kombat //, the infamous beat 
’em* up and do horrible things to 
’em, fighting game. It’s now 
nearing release for the 
PlayStation. Now we know MK^ 
is already out, or should be by 
the time you read this, but bear 
with LJS for a minute. The 
PlayStation version promises to 
be the most faithful to the 




all u c'wacte^s 


(plus new ones incluaing \Tana 
and Reptile), all the arcade 
voice samples and e\e^' ‘ms 
enhanced graphics and evtra 
bits of animation. 

And, of course, aii 
favourite moves w‘ 1 he 
included, ‘babani es’ and 
•friendships' etc., ana we'te 
promised that it’ll also include 
some hidden characters and 
other treats. The release for 
Moflal Kombai is set for Nou 
Look out for a re\iew' next ish. 
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Wing CoYTiYTiander III: 

Heart of the Tiger 

O rigin are releasing the awesome Wing Commander III for the 
PlavStation. As ever, the PlayStation version should be the best 
ever, .-.ith over three hours of live-action video, and a full Dolby 
Surrouno-Sound soundtrack to provide gamers with the most immersive 
version vet possible. 

The game follows a Star Wars style story line, where saving the Earth 
from impending takeover by the Kilrathi, You play the part of Col. 
Christopher Blair (played by Mark Hamill of Star Wars fame) as eagle* 
eyed pilot whose job it is to avenge the alien onslaught. Those of you 
who will have seen the PC versions of this game will know that Wing 
Commander III: Heart of Tiger is bound to be something special. The 
release should be imminent, so with any luck, and P/ay will have a full 
review in me December issue. 













V# overhead. 
looping the loop, 

and screeching to a climatic halt on 
tarmac in November comes Virgin’s high 
powered flight sim, Agile Warrior. 

Flying out to rival the likes of Co"'bat peview'ea on oage 
Warrior has been touted as a ?e<e’: >rike, so does V'a: meo ' .vo go 
to blast Saddam again? 

Undoubtedly the focus of t'M game is not on techv dials ana flig’^t 
manoeuvres, but gung-ho me” , ’v’lg blasting iaoes courtesv of vou' nettv 
arsenal of firepower. To add insult to iniur\ .o.i can e\en :,.ne into tne 
unfortunate sods t'Mt bite the dust via the handv missiie-cam fw. follow 
the action right up until tne point of impact. In ver face s,.C\e'’. 

There are manv missions to attempt spanning over oese't. iungje. a 'p 
water terrain - so Mmemoer to pack your wellies in case vou :a\e a ai\e 
Ok so playing t*^is mav not win vou any war medals, o* :\.l! anv teggv 
flight teachers, but meoretical'v it’s a step in the rig*': oi’ection. 
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MG. one of th 
l^igges: '■eco 
and CD firms in 
the wohd. "as 
urned its hand to 
games. The firm has 
spent the pas: vear or so talking to 
game-designers, waving 
chequebooks at people and 
generallv promising them a lifestyle 
that’s more rock *n‘ roll than 
computer programmer. 

Now. ‘heir fi^st batch of games 
apa"* me odd 3DO release) 

.vim an impressi.e-sounaing line¬ 
up of PlavStation titses scheduled 


comes out 



for the next six months. 

Off-World Interceptor is an 
original off-road vehicle 
combat game that turns players 
into fearless off-road warriors. Total 
Eclipse is a space combat 
sim,^iator. The Horde is an action- 
strategy game set in a mediaeval 
fantasy world v/here you must save 
your village from attack from a vile, 
bumbling horde of creatures. Gex is 
a platform game with a difference. 
You take the role of the 
eoonvmous gecko and must 
navigate vourself through various 
evets to escape the rather evil and 


nasty media dimension 


Blood Omen: Legacy 0^' ' is a 

fantasy role-playing game in\oKing 
vampires and sucking blood from 
victims, with a bit of beat ’em-up 
to boot. sD Baseball is part of 
Crystal Dynamics new ^ 
Championship Sptirts label.JBie 
game features some '.per-Jplistlc 
3D action v/ith re^ mot 1011® 
ca pt u red glaye SasKetba' > 
another i^the (Mamp 5 ons*'iL'' 

Sports labe^based on f'e ;D0 ‘"it 
Slam It’jp a five-on-five 

basketball g is likelv to 
feature a majoj^Kketball licence. 



oossiolv a ‘magical’ one... Blazmg 
O'jgons is a graphical adventure 
game based on the legend of King 
Ay^ur. Created bv Te’^v tones this 
game should be a rather amusing 
affair. The release dates haven’t 
oeen set vet, but P/ay will keep 

fl' 

VO., up to date with the latest. 

The immense siipport for the 
PlavStation. from B.\iG i.e, ana 
other companies, is good news. U' 
can look forward to the PlavStatioi 
being the best ever console as far 
as games, hardware and support i; 
concerned. If vou hav en’t got one. 
buy one now! 
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Bullfrog gets high on 
PlayStation 



Adoption of 





ullfrog’s superb speed game Hi-Octane is scheduled to arrive 
on the PlayStation next month. It combines elements of 
racing and combat in a futuristic vision of joy-riding in the 
ist century. You take control of an armour clad vehicle in a 
drive across varying terrain. Finding the shortest route to your 
t -^ation and destroying vour assailants in the process is the only way to 
.'.e in this game. Death is an integral part of the play here - it’s kill or 
rj. There s no time for mercy. 

-‘■Oc:ane's feature list includes 3D sound, four different views and can be 

as a race or 
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good news for PlayStation owners is 
that the conversion will be better than 
the original PC version, running quicker 
than on a top of the range Pentium. 
New features include a two player split¬ 
screen mode, an eight player option, 
and new tracks, Hi-Octane should be a 
cracker. We will, of course, have a full 
review next issue. 


T hat mother of clubs, 
(.Ministry of Sound has 
adopted a suite of 
PlayStations. The 
machines will be part of 
the new-look Ministry of 
Sound club featuring a 
dedicated games a-'ena for 
clubbers. This area ■vili 
allow happy clubbers to 
partake in a little frenzied- 
game-mayhem 
interspersed with bouts of 
grooving. This means that 
if you haven’t pulled, at 
least you can still get to 
handle some sexy 
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Kc'rw'ood is the forthcoming sty!e-adventure/role-playing game 
fro.m Team 17. You ta<e the control of Pip and you must rescue 
the land of Witch wood from under the shadowy spell of an evil witch. 

^0 00 vou must traverse the land and talk to over 60 other 
crfa^acte^'S. You even '^ave to get into various animals* minds just to see 
what t"e'.’ve seen! 

lV7rc-'.'.00(j also features an innovative Global Knowledge System 
which :„:s pointless conversations by analysing your actions, 
cha'actr' ‘ 'te^actlon, and alters how people react to you. 

:'s as: 'eTia^\aole for the fact that one of the settings, the village, 
asec on ancient historical maos of mediaeval Wakefield, Team 17’s/ 


31 , 

« t 


} - 








•./ 


on ancient historical maos of me 
s% own home towm! 

s^'ould arrive by Easter '96, 
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next 



E e:t"0'* c Arts’ Sports Division have release details of their forthcoming line-up for the PlayStation. FIFA Soccer 
’-r. is the latest version of the number one selling footy game from the i6bit platforms. WeVe had a good 
:: at a nearly finished copy and it looks superb, although there did seem to be one or t.vo things Vv^hich needed 
‘ ‘g out. It’s in full 3D, with multiple viewpoints, and a full, actually quite good, coTimenta'y by John Motson. 

I ai "ed to be the most realistic soccer game to date, FIFA wilt be reviev/ed next issue. 

* 'ootball wasn’t enough, EA are also bringing out Madden NFL 'p6 for the PlayStation. This is the latest 
^carnation of the immensely popular John Madden Football that EA launched a fe.*. /ears ago. The game is to 
utilise EA’s 3D Virtual Stadium technology and features all 30 NFL teams, and rendered flv*o/s of each of the 30 
Stadiums. Madden NFL *p 6 should be available in late December. 

The other games that EA Sports have on the hohzon are NHL ’96, or hockey to you and me. PGA Tour ’96, the 
classic golf game, and NBA Live 'p 6 , a basketball game. Elect''onic Arts have O''oducea some of the best sports 
games on other platforms and given the PlayStation’s superior hardware over other platforms, ,ve might just see 
somet^'ing special in a month or two. 





forever 


odgy old i6bit versions of hot 
movie licence Batman Forever 
may no.v be in the shops, but, 
horrors, P'lt-fans, the PlayStation 
version of Acclaim’s Batman 
Forever, ras been dela.^ed. won’t 
be read'.' until next summer and 
may not even be released at all. 
Write to Acclaimi now, demanding 
they give uS our man in tights. 

In tne meantime, an arcade 
version definitely is on its wav. 
probaDly just afte*' Christmas, and 
should everything work out. tne 
PlavStat'on version .vill use much 
tne same code. 

The game has oeen develo.oea 
alongside the filming of the movie 
and boasts mot ion-captured 
footage and scenew f^'orn the film 
for added realism. Batman Forever 
will also feature a t.*.o player co¬ 
operative mode which will allow 
gamers to control both Batman 
and. his oa! Robin. Cool. 
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S ony have * 

sponsors^?::, oeai 
two style-leading sports 
stars. Boxing supremo 
Prince Nattlii^rned and 


• ^ 4 ^ 


t * * ' 


stars. 


er 


'fttcisv. 


WOI^ 

Carl 

been sipid-up to help 
promote the PlayStation 
further in Sort/s multi* 
miUiort^Rigtd promotional 
campaign. 

Prince Naseem Hamed 
.viti be temporarily 
abandoning his leopa^o- 
skin shorts in favour of a 
ne'w PlaySo'j‘‘0^' '^mber 
featonng .aho^s logos. 

The spon'.orshio deal 
comprises of a package 
worth over £100,000 
repbritdsy. Pn^re Naseem, 
will' be 0 0 n n i n g his new 
attire for four figors, after 
which even mo^e 
promotions follov/. 

Carl Fogart/, clubbed the 
‘Barry Sheen of the 90s’, 
is the second personality 
to have recently been 
signed to promote the 

PlayStation. Fogarty has 
had two wins in the British 
round of the World 
Superbike Championship 
at Brands Hatch and will 
be sporting tne fastest 
PlayStation logo you’ll 
ever see. probably. 



Infrogrames 




on 


PlayStation 
" version of their 

classic adventure game Alone In 
the Dark: Jack is Back. You take 
the role of Edward Carnby in his 
search to find his pal Ted 
Striker. Striker, who was 
investigating the kidnapping of 
an eight year old girl, Grace 
Saunders, by One Eyed Jack, has 


been missing for a week. Your 
mission is to find Striker and 
the girl and rescue them from 
the clutches from the rather 
notorious bootlegger Jack. 

The graphics on the 
PlayStation version are touted 
as far improved on the PC 
version and it has extra sound 
and is generally a far more 
polished game. Alone in the 
Dark: Jack is Back will be 
reviewed next issue. 
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A cclaim is developing Alien Trilogy ior the PlayStation. Making use of Acclaim’s award¬ 
winning motion capture technology for realistic action, Alien Trilogy is to feature 18 
levels of intense xenophobic action. The game combines elements from Alien, Aliens and 
Aiien^ and should be the most comprehensive Alien bashing game on earth. 

For sheer firepower, the game boasts an extensive array of special weapons and some 
incredibly fearsome, er, aliens, including face-huggers, dog-aliens and queens. Alien Trilogy 
is planned for release in January, so PlayW be reviewing it in time for Christmas. 


V Heretics^S 

boomed Alert 

C laimed to be the most immersive, 
real-world, combat-action com¬ 
puter game yet produced, Hexen - 
Bevond Heretic by id Software and 
Raven, is coming to the PlayStation. 
The game has an advanced scriptinf 
engine that allows multiple actions 
i to be triggered by the players 
\ actions and is claimed to take the 
|\ Doom engine as far as it can go. 
Hexen - Beyortd Heretic is to 
appear during the first 
quarter of ’96. 




t in 


L \ Mortal Kombat 3 out any day now on the PlayStation from 

M Sony, is in the process of being upgraded in the arcades. 

Original designer Williams is updating the cabinet with 
I several of the characters in MKII, including Kitana and 
■¥l Scorpion. As well as the new characters, the upgrade will feature 

ill extended set of special moves. Williams main reason for upgrading 
1 MK3 is to give it a new lease of life, as the PlayStation version is 
/Ilf virtually identical to the arcade. 

But coin-op fans won’t be stealing a march on home-based gamers for 

* # j 

* ^ •‘Y ' ■ 

that long. From what we hear on the grapevine, it seems a special 
.^memory card patch will be made available to allow PlayStation owners to 
keep right up to date v/ith the arcades. Smart. 
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▼ MKj: More new special 
moves to keep you happy. 


A kind of magic 
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version is going 
graphics and spi 
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i on to the PlayStation early next year. The game 
ifrom the su^lfb PC game. The PlayStation 
chanced from the original, with improved 
llfrog are currently v/orking on converting many 

PlayStation and are 
^Lilly supporting the 
I machine due to its 
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▼ Gory as ever, MK3 will 
be out very soon... 
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superior power. 
(It’s great working 
on a PlayStation 
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magazine.) 

Play is planning to 
follow the game 
closely throughout 
development. 
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Business Hours ^)p©n 1 O“0pni ^^On+TU©S 

12-5pm Wed 
10-6pm Thurs-Sat 

12-4pm Sun 
Console Exchange 
25 Greig Street 
Inverness - IV3 5PX 



* • ♦ » ■ 


SONY PLAYSTATION/TtKKEN 
SONY PLAY5TAH0N/R.RACER (AMERCIAN) 
SEGA SATURN REMiX 


f f 


« I t 


* i 










■•*i*»t«**«#t**#t*#i 


•■ » « « • » 


TEL-FAX; 01234 342568 
9-7p.m Mon-Sun 



IE 1 


• ■««*>«a*»* 4 *|i«**>** •**•*•#« *#**• 4 *** 
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UMMINCS iD 
A(l COMSAI 
lUlAl ECLIPSE 
RAYMAN . . 

SHOCK WAVE ASSAUl r 
PSYCHIC DETECTIVE , 
EXTREME GAMES . . . . 


i t * ' » I « 


. 160.00 

. 155.00 

,t55.0O 
.160 99 
.155 00 
. . . . 155.00 
155.00 




lAPANlSh PIAYSIAIUIN > AMi‘, 

BOXERS ROAD 
METAl lACKET 
RAYMAN .... 

ZERO DIVIDE . 

VIRTUAl TENNIS .... 

ZEITGRIST . 

UNDERSEA GREAT WAR 


I « t I * • • I 


* * It 


t * II 


i $ 


4 

t 1 

lij.co 
IS 5 00 


4I k I. A f j ' 11 ’ k f i V. A t 

VIEWPOINT . . . .160.00 

DARK LEGANOS . I 60 .OO 

BUG. .... .I 55 00 

MINNESOTA FATS .......... . 155,00 

NBA lAM TOURAMENT. .155.00 


lAPANtSt SAIUPN - 

KING OF BOXING . . 

X-MIN . 

STREET FIGHTER II . . 
STEAM GEAR NASH . 
TWINBEE ....- 


A A*. 1 S 


4 * ■* i • 6 • » • 


III 




. . .150.00 

. 450.00 

.I 50.00 

...... .159*90 

. 450.00 


oyiianiHt Koiisoits uk 11 iuoodstock Roao, Bedford, niKHO Hjy 




Repairs, Upgrades 
available on ALL machines 




PSXUK 
Son^ P$X JAP 

Scar! leads 
Gofties 

Memory Cards 
ioypads 



Phone for Best Prices on all CD 
and Cartridge Software 


SogoSoRimUK £360 
SaumiAP £385 
QamsUK£3S £37.50 
iBypads 
Af^jplort 
Motley Cards 


Tel: 0956 875239 
Fax: 0181 723 1524 





Novastorm 
Shell Shock 
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j 

Extreme Sports 
Batman Forever 
CySerspeed 
Krazy Ivan / 

Mortal 3 ' 

Lone Soldier 
Agile Warrior 


P&P £1.50 per game £8.50 Consoles 

*Get a minimum of £5 the RRP otf all 
titles listed here and many morel^hen 



you join the Game Shack Playstation 
Club. To join either buy your Console 
form us (gaining automatic membership) 
or pay a £10 fee for which you will 
receive a membership card and number 
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ne for Detoils!! 
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Wild 

Tekken 2 

Rumours 


W 


t‘ \ . t‘\CIV ni“ 

!0;i’ it* sCiMIls h' ht’ 


raviiiv. on ahvuil 't'kkt'-i 
lit the iMiHiu'iiI, 01 veil 

llon’t klUHV V\hv. H\ul DUI 

Tt^kken icvu*\\ sl.iitnir, cn 

* ® 

PiigC so It’"* cur hell ol 
ii ^iinnO Well. Kul ii|' nl 
listciiinj; to lumom. iiiui 
loiintei rumour and siH'ing 
bodged collections ot halt 
tiuths appearing in other 
mega/ les Pfdy decided to 
suit it out once for all. 

>t‘s, U'sKt'n e IS (onnin; 
out on the riavstutioii 
t or (J|lvl*^l 1000! Now, 

lUei’t \(>u tliiiik it's 

lime we i oiuentrali'd c*n 
somi'thifh; a little iI om" :«• 
.u Uu iii\ evisitiiiv’ ' 






.V 


D/ 

t I I L J . 


It. I St'll in I III 


e. VMirIt’ 


sfiorl' 


.Miles ait‘ 


(Haved reinolrlv 
over a net work, A^sjull is 
a iD combat game playod m a 
tumputer geneiated virtual 
/one. Itie game can he [ilaved 
individualiv, 01 in network 
imuli* by toimecting 


I’lavbtations to;’,i'|hei 
1 he virtual hallli' .ones 
Mve various obstatle. lamps 
and trenches ti> tia\ei*.t‘ in 
voiir mission lt> t ollis t );t’ms 
and power-ups. to holp \ou 

vK’ieat your cipponi'iii*. 

•IssatJ/f Rig'^, Ifo n 'n>n\ 

Intt'ractive I uiitpi*. v\ill In* 
hitting youi ivbot'.paii' W'oiltl 
this Novt'tnbei. 
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on the 
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c 


laimeil to he ('ne oi tbt> tiicst 



^ f 

■ V 5' 






^^'advaiuod p) UiIiimsIu ait ailo st\to’ 

ganit's tof the Plav'dalion. itloii’i Ihev 
all') WjrHawk aims to t.iko iho 
traditional flight siimttalion g.i'itie mta a 
tit'vv realm. The s, a iant' vimi t.ike 
ttmtrol of the mo'*t atlvaiitt'd amiatt ot 
llu' future fightmj', m .m .ill tml w.ii 
tilt fated by a bmtal ns'.iiiit' With 
v.mahle level*- ol thg.hi simnt.iiiMn 
combined witfi h.iulttm* '.ht'oi ‘am i p 
gameplay, thi*- ituikl be a wmnei 

WiirHiiwk alltuvs vmi to H\ imhiMdi*u' 
in an advanteil us*' t'liviit'imit'iii v\iih 

rendered sceneiv- I hi* gami’pLi\ m\.»Kt' 
air-to-air combat and.aii giomul tomb.ii 
with numeu>us missions -md ilmstva*. 
lor depth. Multi olt* vveaponiv, g.imiiul 
''trikes, ta1tu.1l lig.liting plus sttnu* 
hiiiden Hv .ones Wi‘‘ll Ittiil lUiI whi’Iliei 
It’*' any gooil tu iu>t w'hen we laigat it 
fo! evaluation nevt iiumtlf. 


Yes, Doom 
really is coming 

ir*. niiiii.ii, llu* 

tl.i*.*.ii ;l> Wtiiltl til 

y'i)«>m 1'-t t'liiim; (o 
Ilia ri.ivMalion /’tS' n 
oiia.iiiallv iii.ula vvava*. t*n 
Ilia \\ IN loo tai tu'ina. al Iha 
loielioiit ol e..imina, willi it*, itiiiiw.iti\a 
iD angina .iiul laxliiia m.ippail WtuUI*. 
to e\[»lt'h‘. with Iha adil b.ul j:u\ It' 
shoot in Ilia pitua'.*. ilu* link up 
Optiitii laalK iii.itia Ihi*. game, allov\ina, 
plavai*. In b. It lie a.iih other in uito.il 
3I) wtuld-v. makiiiv: this one ol tha 
iiu''.! popol.ii }'..imas ever, and 
‘.p.iwnina, luiinaious clones. 

r. I tail u; liaiislated toi the 
ria\'-I.it Ittn b\ Williams, rather than the 
tme.inal tlt‘u'lttpt‘rs id, for GT Interactive 
and '.t look I afipear on our screens by 
Xma*-. It itu" PlayStation version is 
a.ttiiig tiv be anything like the PC 
vai'.ion, (\ton) should he something to 
a*‘k ‘siiila to t'ul III viHii Xmas 
•.ti»i kiih’,, as v\i*ll a*, ttie Xmas issue of 
which will taatiiia a lull review. 
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raves on 


N ows i'' l><'iii?’ It* I'lih'ftM' (It) lilt’ t(um ol N.iiiK o’s s(M|ui’l It* k'.iirt. 

RtiVC Mil* H|tii.ilf. diu' .iiimtul Apiil tioxl l>o.!sls ,i loiu', li'.l n! 

iinprovofiHMiI** im«Iii(Iiih' v.iih'ii'* li.nk siiiliirt’s, i htiiiyiiu* woiitlu’i i itMilihitiis, 
,111(1 I'vi’M Mtni!’ Limp .. Mnii' im|)iiM.iiillv. Iho gamn also lias fivt' iilw It.uks 
,111(1 will li.ivt' .1 Mt'lwmk itphitii lit link up two Pl.ivStations tui m'imi* umI 
Lit ing .ntii'fi Oiilv tiih' li.nk .iihl im Iwu pkiyoi o{)tioii is tiu’ uuu miUilioii 
/’/.n h.i‘. vMlIi 11 If filii’iwi'.f f’lfllciii l\hly,r R,i(vr, As yoiril sff liy oui lop 

lf\lf\V I*M p.Ig.f O'L 

N.imm 1'. ,ilso IxMVfimv, .iway tm M’Vfi.il now titk^s iiu luiliii}’. 4(0 Drivor, 

( i/>(7 ( 1 (/(“•. •\lpin(' R.ut'i. am I /'/f./Atvs. The au.uli’ fxpoil is also 

planniii;’. a i «*iiipilation 'If.t i fui.iiniiif, m’M’i.iI ronvotsioiis ol Itioir old arcade 
(kisMt •, likf Ihy Huy .iiid tuil.iyj, |ti .ippfai mi ,) kimi o! 'y’lf.ilost hits' CD. 
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Telstar soldiers on 




osignod solely lot Iho l’l,i\^talioii, toiiv S(i/(/;i’f is an all i*iil action-,ircado 
style shoot *i'm up th.il i-. i laiiiiod to coiuhim' stunning giaphics with 
classic playahililv. Voui '.t»ltlifi must hl,isi hi^ wav through tom main worlds 
the sfonarit's: Iho luiij’lf. lij’.hhuv; a lioslili' South Amoii(,ni U'gimo. C.invon. 
with a tte.uhfious l.imlstapf to lra\t'iM\ Middle List, lighting ,i}’,,iinsi sunie 
hardcoie .nmu's. ,ind lIu' Alien SiUi.ilion, in wailaie with sonit’ stimiu’.e heings 
with stranga'i we.ipoio,. 

Thi' }’,,iiiit’ IS h' tt'.iluu’ si'voial viewpoints .lud is tlainit'il U* set tIu' 
standard tor shotitiuj: titles on tIu’ l’l,iv^tali(»n. I one s,)/,//(V is heing 
doveitgved hv lelslai 1 lei Ironic Studios ,nul will ,ilso lie reviewed nevt issm’. 
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i ] equel hell is upon us, Wauiei lnteiatti\e 

• •/ Entertainment is pKinning to iele,ise tiirifthUl s on 
/ the PlayStation during the titst quarter ’prs The game 
is being developed by old //.tri/.'ij//gurus, An iiladtv the 
PlayStation version is to have new player animations and 
vaiious views from around the field, including a ‘closest to the plate' 
view tor some real action. 

Also in the game will be a bonus ‘Legends’ league that allows you to 
replay great moments in Hardba//history (!), with a very comprehensive 
st,its construction set. Play will keep all you Hardbafl fans informed ,is 
and when more details emerge. 


Company Vitae 




ouldn’t it be nice never to get 

I ripped off by a software house? 

I ^ For all games to fiave been 

I / i /, properly invested in, released 

I I /[/ without being rushed and over priced? 

I V I i I never going to happen, but those 

I I I guardians of the games world, th(" Play team, are 

I I keeping files. Oli yes, we're watching you 

corporate UK, and we're getting ready to dish the 
dirt. Each month we'll be printing the ultimate 
rundown of the biggest brands in the business 
and just how tliey have been performing. 

Anybody know a good lawyer? 

Corporate Fite 1 : Virgin Interactive Entertainment. 

Name; Virgin Interactive Entertainment 

Aae: 11 


Mission Statement: Nah, too hip for that 

Virgin? Oh no, don’t tell me Richard Branson’s into video games as well 
then? 

“Not any more, he isn't - sold it all to the Blockbuster video chain about a 
year ago." 

Who? 

“Y’know, “The entertainment team" and all th,it, 6oo odd vitieo stores up 
and down the country." 

Right, so did everything go to pot without the Branson magic touch then? 
“Um, actually. Virgin has gone from being a sort of OK kind of publislier, to 
selling more CD games than anyone else, top notch stuff in fact." 

Really, like what? 

“Well lately they’ve released games like Doom //, Earthworm fini tndycar, 
NASCR, The Lion King..,'* 

...What, the dodgy Disney film? 

“The kids loved it, so shush.” 

Yes, we-ll, what else? 

"They're pretty famous for aggessive advertising and well stylish 
presentation. They also give out some of the best freebies in the industry." 
What? Get back to the games! 

“Well, on CD-ROM there’s all the new LucasArts stuff like Full Throttle and 
Dark Forces. Also titles like Tift and Screamer.*’ 

That’s moie like it. so what about on the PlayStation? 

“Well, officially, there’s a flight sim cum shoot 'em-up called Agile Warrior, 
and that’s your lot before Christmas." 

I thought you said these guys were big? 

“We don't believe them either. We reckon they are probably being very 
cagey and corporate, you know, playing proverbial cards close to proverbial 
chests etc. It might not happen before Christmas, but there's no way all 
those CD games won’t hit the PlayStation. They’d be nuts not to release 
Doom it. Dark Forces or Full Throttle, wouldn’t they?” 

Ok, Ok, Ok. So they’re wonderful. Mister Clean himself. Now dish some dirt. 
"Well, don’t mention DMA Design or id Software." 

What the guys behind Lemmings and Doom! 

“They’re the ones." 

So why’s that then? 

“Well, they use to give games to Virgin, who thought they had them all 
signed up to produce loads of new blockbusters, but it didn’t happen." 


“A couple of rivals had bigger chequebooks/nicer smiles/were better in bed. 
Choose any two out of three.” 

So, what was the effect? 

“Do your sums pal. Sales of *^0,000 x £40=£;;,000.000, that’s a lot of 
money to lose access to." 

Ouch! OK, but what about the games they do have the rights to? 

“Well, to be honest, most are all right these days, some are excellent and 
it’s a brand name you can probably trust." 

Most likely to say: 

“You’ll love this, it’s the new one from LucasArts." 

Least Likely to say: 

"You’ll love this, it’s the new Doom game from id." 
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Warped Metallic Visions 


II .1 ‘,i‘niiti' 

* 

iil>i il .r. .1 
'IllfllllH' VIMUII 

f(l .» Ill) I III* //urld*, 
Mcl.il IS .» (^tr 
willi .1 hit* (lift flill<M(Mi( (S 

Diiviiu', .iioitiid IS (iiily [>•111 o( the 
i’.inu*, wilt) ].* vi*p/ diffiTPitl cars, 
iisiiijl stx'c.ialisefj weaixms for some 
iKsivvwpij'.til biaslme, orut loads of 
s!iaiig(> foarl obsfarles like ramps to 
lump over, <jrmed combat is 
de' 

game 


The setting takes pLm* ovi'i five 
different lully jD envitoiniii'iils .ind 
allows Viirious combinaiioiis ol play 
there is a single player inorlis a 
split screen two [>layi*i tiif>flfs .ind a 
two player mode via a ‘rombat 
cable* link-up with another 





somr* defaiieufi vehicles 

c J 

and humans, /w/s/ed /Me/a/is being 
develo[}ed for Srrny hy a (.iliforniaii 
team ol prograinmias .irid is set to 
he reloaserf sonuMirne in November, 
look out (or .1 full review soon. 



Twisted MehiU A frightening 
vision of a future world. Honest. 
There's 12 different cars, loadsa 
weaporis, combat, nice graphics 
and it's reviewed next ish. 




G remlin are on track to release their first 
titles in their Actua Sports series by the end 
of the year. The first title, Actua Golf, takes you 
into the world of driving ranges, woods and irons. 
The game boasts fully motion captured golfers, 
and multiple camera views, with an option to 
follow the action with a triple view system. The 
game features live commentary, multi-player 
options and 3D rendered scenery. 

Their other title to be released is Actua Soccer, 
is a 

real international teams and an infinite virtual 
camera placement 
system. This means 
that the camera may 
be placed practically 
anywhere above the 
pitch. Gremlin also 
have more releases 
planned in the Actua 
Series, and Play will 
bring you all the news 
as it 
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ck Wave Assault 

l(‘(trofii( Arts 
art* busy 
developing the 
PlaySleition version 
1)1 the sexy {DO 
e.ame Slunk Wavf* 

Awsatilt. Ifi(* g*iMie 
is bas(*d in the 
future wtiere the 
fate of the Earth 
fiangs in th(* 
balance. You take 
the role of •) 
rookie pilot wtio 
must baltk* to 
save our pkinet from a devasl.iting alien 
takeover. Hying through various /oties, b.ised 
on actual Earth locations siuh as Paris, you 
must battle to secure the aieas liotn the .tliens 
by blasting everything in sig.lii. 

The 3DO version had lots ol full moiiou video 
clips interspersed betwe IIm ,liig ■ t j 
advice and information about the luissious. 
These will be translated to tin* PlayMaiton ami 

M* .1 veiy *iuli‘ta< !iv<* movie’ 

feel, p/ay should have ilu* lull u-view e-.pi-t i.dly 
for you soon... 


new 

titles that are due for release soon on 
the PlfiyStntion. The first title will be 
(ybcri,i, an intense puzzle game 
combining .irrafle/aclion elements. It’s 
set in a future wtune glf)l),il If-rrorisls 

V r 

rule and humanity liv<‘S f)n the brink of 
destruction. Ifie game is to feature fully 
motion rafilured characters and Silicon 
tjiaphics rendered scenery and 
atiim.ition. < yboria is set for release by 
the end of the year. 

The following two titles will be 
Descetit, a combat flight sim srd in a 
future world where an alien race is 
heading to Earth and you must battle to 
stop them, ami Atf(umath, a 3D side- 
sr rolling shoot ’(‘in up which combines 
liist shooting action, puzzle solving and 
plenty of blood! The two games are due 
to be released in the first quarter of *96. 
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iiTpm* Intri.K li^fe have 
annoiim rd ilti jr pluns 
to Pit> Pinlhill 

and Iti.iuitlf.iil i j foi Itu* 
Pl.iyMaliun /'/<» Ptiih.ill is .1 
pinli.tll ‘.imul.itdi liMtuiiin; 
some v*'iy if.tIc.lK ptiilt.ill .Klitiii <»ii .1 ir.il 
( niiipult‘(i‘>t‘d l.ihir, .itid '.lluiild hr trlr.i'.nl 
III I i‘hiti.iiy iirxl yrm. 

llf.iiiult'.ul li tomliinr*. < l.r.su D iiiuvir 
.i< tiou witfi (ciiiiK (.iitoon < Ii.ii.K tri*., to 
uiluir ,111 lUtri.Ktivr .idvrillllir With Some 

ir.ltly Mipi‘lli .iMIlll.llKill. Iil,iuitli\ltl I { IS 
dur 1*11 |r|tM‘.«‘ linmuirillly. 

I III. illy, I MI|M(r l\ .ll‘.() pl.llimilg, to 
.iitnllirt r^.iuir, I Ivttiu ( r»//r. wlilih stmuld 


be available in April or May next year. 
Details are scant at the moment, but we 

moM- news as 

information is released. 
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by Acclaimn 


PASSING 
RUNNING 
BLOCKING 
TACKLING 
BLITZING 
COVERAGE 
SP TEAMS 


he Play¬ 
Station 
version of 

n 

Quo rtvr hack 
Club ’96 is shapinp, up 
nicely. The action takes 
place in 3D rendered 
stadiums, includes full- 
motion video clips and 
“Ultra-Smooth Cam” instant 


replays, so it should at 
least look rather special. 

It includes a playbook of 
over 800 offensive and 
defensive plays, has <ill the 
NFL teams and a 
comprehensive feature-list. 
It’s promised for November, 
and v/e’ve got high hopes 
for it. Fxpect the full Play 
review treatment next issue. 


7AM 


< NFL Quarterback Club *96: big 
game, big blokes, big pitch and 
bloody big instruction manual. 






orty Sony gets extreme 

f SPN Extreme Sports is the new ‘human-powered’ sports game from Sony 

_Computer Entertainment Europe. The ‘human-powered’ element is derived from a 

curious skateboard-like attachment (God knows how much that'll cost) which connects 
to the PlayStation to try and add an extra dimension of play. There are four events in 
this game. Street luge, roller blading, skateboarding and mountain biking. 

The action takes place over six courses ranging from Utah to Italy, and also has a 
two player split screen option to add an extra element of g.mieplay. As well as the 
racing aspect to the game, stunts are an integral part of your performance. Trying 
your hand at ‘moguls’, 'ollies*. ‘half-pipes* and catching some '6-foot air’ is definitely 

the way forward in this little number. 

On another note. Sony are sponsoring the British Open Extreme In-Line 

H Championships. The games involve the ‘most 

aggressive* in-line skating you’re ever likely to 
see, with stunts such as ‘spine ramps’, ‘verts’ 
and ‘street courses’. {Play has just decided 
we’ve got a vacancy for anyone who can 
make sense of this - please apply in writing 

tafNe games will be taking ^ace on the 21st 
October (te. now) but the venue nadn’t been 
confirmed as we went to press. Still, vt^e'll 
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j iectronic Alts have”announced the imminenf^lease of 

the motoii^king-rocker’s speed game Road Rash. The 
game is to feature footage from several rock bands’ videos 
as well as a plerhora of soundtracks from six ‘hot alternative 
music* bands, including Soundgarden, Swervedriver, Therapy 
and A^onster Magnet. 
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P opular arcade game Reva^lKt X is 
being converted to the fljBStatLon 
by Acclaim. Revolution X contains five 
levels of non-stop ij^lon where gamers 
must destroy the New Order Nation 
that is controlling the minds of its 
deviant and discontented youth,. 

The gameplay features nomlilnear 
non-stop shooting action froM 
California to England where thf^rf- is no 
pre defined method of play. Instead, 
the format of the game allov^s ganans 
to choose their own goals and 
directioni, flae g^me also featurr's ifu* 
ror^k band Aerosmith. Revolution X is tf» 
be released by the end of th(> ytmr. 

Bazooka 

power! 

/ ohnny Bazookatone is a rock ‘n' roll 
adventure where the eponymous fi.irrl 
rock guitar hero has had his perfectly 


Road Rash also features 
real digitised graphics, used in 
combination with artist 
rend^ed scenes. The game is 
basicafly a race-combat game, 
and playing dirty is the only 
Wily to go. Also included in 
the live action video 


L 


? luiws 


% 


!%■ ^ 


cl J 


iVU 

T ' I I 
1 M ” i 




j. L' 


i 


sequences are proiessionaiiy 
directed stunts for some gritty 
realism. Road Rash should be 
ready for a review next issue. 
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[)itfhed guitar, Anita, stolen by the evil I. 
Diablo. As the protagonist of this little 
t.ile, you must find said Mr. Diablo and 
blow his knackers off. Sorry, recover your 
guitar. This is of some urgency, as the 
whole <rf the nation is apparently 
suffering from not hearing Bazookatone’s 

dulcet ton«‘s. 
johnny 

Bazookatone is 
a US Fjold 
gam(‘ and the 
glam rock pop 
lest should be 
out before 
Christmas. 



Horror 
Vids! 


Y es kids, the 
season of th(* 
witch is upon us 
once again and 
doubtless you’ll be 
out on the nigLit 
hassling old 

^ J 

pjannies for sweets 


and valuables. 
wait! Wouldn’t you 
much rather spend 
tfie dark, dank 
nights curlf d up on 
lhf‘ sofa v^ith your 
sweetie in frotit of 
some good old 
fashioned horror 
flicks? 

Warner Home 
Video continue their 
trendy Beyond Vision 
and Terror Vision 
series’ in October by 
releasinp such 


timeless shocker 
films as Sa/em’s Lot, 
The I rgend of the / 
Golden Vampires, 
fhe lost ILoys, .ind 
fhe fe,if less V,impire 
Killers in chilling 
widescreen. To mark 
this historic occasion 
and of course to ride 
on fhe fact that it’s 
Hf!llov>/c‘en, Play h.is 
teamed up v/ilh 
Wanier to olfer our 
readers the chance 
to win some video 
nasties! 

We’re giving away 
two stomach- 
churning sets of four 
videos containing 
the precious cult 
horrcjr gerns 
mentioned above if 
you c,jn answer the 
following simple 
question: 


Which of the 



■ not a Warner 
Home Video series? 


► <1. Beyond Vision. 

► b. ferror Visit >n. 

► c. Gut-Wrenching 
Gory Vomit- 0 - Vision? 
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In the first of a series, Play takes the great games 
designers out for a curry. First, the man who created Populous^ 
Theme Parky Syndicatey Magic Carpet, H/-Ocfane...and more. 



What makes a good game? 

Z Hey. what do you think 
makes a good curry? 

PM; Something you can pick up in ten 
seconds and want to keep on playing 
even though you really need to get rid of 

that curry. 

Play: vVno thinks up Bullfrog’s games? 
How do you decide which ideas to begin 
w'ork on? 

PM: It’s a comoination of me and 
everyone else at Bullfrog. We generally 
show the v'arious ideas off to as many 
Bullfrog people we can and then take a 
vote, '"e highest number of votes 
decides v. ^lch is the ftrst project we 
tackle and so on. 

Play: Is developing for the new systems 
any more fun than i6*bit. or even 8-bit. 
or is hardware simply a consumer’s 
orry? 





j. 

• 

. ^§1 


PM: Definitely more fur> - a powerful 
system means that I can get much closer 
to the ideas in my head. 8 bit systems 
were frustrating to develop on because 
the end result always ended up looking 
so primitive. 

Play: Bullfrog’s getting a bit big these 
days, do you still program? 

PM: Yes 1 still do some programming. 

Play: Video games were supposed to be 
the new Rock and Roll, v/hat happened? 
PM: You could hardly call programmers 
Rock ‘n’ Roll stars. 1 wouldn’t want to 
admit to having a poster of the 
programming team at Psygnosis on my 
bedroom wall. 

Play: Fair enough, on the Rock ‘n’ Roll 
theme, have you ever met a video 
games groupie? If so, what did you do? 
And did you respect yourself in the 
morning? 

PM: Unfortunately, blonde nubile i8 year 
old female games players are a bit thin 
on the ground. 

Play: Sony is trying to make the 
PlayStation cool, and bring the twenty- 
somethings back into video games. Is 
the video games industry cool yet? 

PM: It’s definitely cooler than it’s ever 
been. In a recent edition of a US 
magazine, computer programmer was 
voted the second most wanted job after 
stock broker. 

Play: Is the PlayStation cool? 

PM; Of course it is, it’s grey! 


PM: Never - being a computer 
programmer is one of the biggest 
turnoffs around, second only to sanitary 
vyorker in the undesireable stakes. 

Play: So what do you say you do? 

PM: I generally pass myself off as a 
neurosurgeon. 

Play: Ha! Anyway, now Electronic Arts 
have bought you out and you’re 
stormingly rich, what have you been 
spending it all on? 

PM: Very big toys! 

Play; 1 heard something about spending 
nearly 6oo grand on buying up the 
Maclaren footage of Le Mans, is that 
really true? 

PM: No. it’s not Bullfrog, it’s actually EA 
who’s done the Maderan deal. 

Play: What’s all this about designing 
your own house, what special moves, er 
sorry, items are going to be in it? 

PM: Yes I am designing my ovm house 
which wilt be a shrine to hi tech. It will 
be riddled with secret passages and will 
also have a batcave with LCD glass on 
all the windows. Naturally enough, the 
famous japanese shower toilet will also 
be in situ. 

Play: What, the one that monitors your 
cleanliness on an ablution by ablution 
basis so you always feel kinda deep 
down clean? 

PM; That’s the one. 

Play: List the following in order of 



Play: So, do you own up to being 
a computer programmer at 
parties? 



information 




Name: Peter Molyneux 
job: :t. Managing Director 
BullfrogA/ice President EA 
Fave curry: Chicken madras 




importance - cash, 
cars, football, video 
games, women 
PM; Women, video 
games, cash, cars 
and football. 


Play: Stranded on 
a Desert Island time, 
only this one’s got 
its own grand prix 
circuit. Pick the most 
desirable combination 
to have of car. woman, 
footy video, video game 
and games machine. 

PM: An Aston Martin with 
Sharon Stone playing a 
footy game on the 
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b#^A I to be amazed! 

* In Play we have made a 
conscious decison to go for 
. quality over quantity. Instead of 

I flabbing our magazine out with 

page upon page of mediocre 
preview titles we wilt be using 
these Workstation sections to 
pinpoint what we believe will be 
the biggest PlayStation releases 
of the future and stretching our 
expenses to the max, driving up 
and down the country talking to 
programmers and development-teams about 
their latest projects. 

This issue, using our skill and judgement, 
we’ve picked a quintet of quality out of the 
mass of games being produced for Sony’s 
console at the moment. 



CM m 

Enjoy 
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Blade Runner^ 
Batman^ Judge 
Dreddf all set in 
dark, gothic, 
forbidding 
cities, all 
dealing with law 
and order, or 
the lack of it. 
There’s a new 
cyberpunk 
classic brewing, 
and it’s a game 
being developed 
in, of all of 


Stonehouse, 
Gloucestershire 
Ian put on his 
flak jacket and 
went to meet 
the G-Police. 


v« 



Information 


Design team: //liecltiaus 
Team leader: Domimc kobinson 
Whereat: jL 
Target release: April 
Publisher; Sony InteMdiv** 
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uturistic nightmares 
are a common theme 
for films, games, 
books and sundry other 
types of media. It seems 
creatives aren’t always the most 
optimistic of people, and G-Police, 
developed for Sony Interactive by the 
Wheelhaus design team (who have also 
been working on Assault Rigs, a 
futuristic 3D tank game we’ll be 
reviewing next issue) is another project 
which is set in a viciously evil vision of 
the expected future. 

Essentially, a G-Policeman is a 
helicopter patrolman, armed with 
ridiculously high-powered weapons, 
whose beat is a city sector in an off- 
world manned space colony. The 
colonies, or domes as they’re called, are 
inhabited by the renegades, drop-outs 
and outcasts of society. And that’s just 
the cops. In fact, all members of the 6- 
Police crew are there because their faces 
don’t fit on Earth. All apart from the 
character you take control of. that is, 
who is one of the few volunteers to 
serve in the off-world domes. You see, 
you don’t get many volunteers for a job 


where the average life expectancy is 
three months. Strange that! 

At the moment, Wheelhaus plan to 
incorporate the relative personalities and 
histories of your G-Police colleagues into 
the game itself. For instance, some 
missions involve teaming up with 
wingmen, who either operate under your 
control or on their own, thanks to the 
games’s artificial intelligence. This is, 
however, limited, so don’t expect 
completely independent action from your 
CPU colleagues. Given that some of your 
workmates aren’t the most stable people 
in the world, this can lead to the guys 
who are supposed to be covering your 
back flipping out and turning their 
powered-up guns on you, the crowd, 
themselves, whatever. Smart! 

As I’ve hinted, the basic structure of 6- 
Police is a mission-based combat 
helicopter sim (actually, it’s more of a 
gyrocopter, but let’s not split hairs) set in 
a city, with a properly rendered cityscape 
to boot. You can fly down streets, past 
skyscrapers, or above the skyline using 
any one of the multiple first and third 
person perspective views included. 

The plan is for the action to be split 



▼ What kind of person would own a space age vehicle like this? Over to you David, 
Well we know he’s got no taste, and is about to die. It must be the mayor. 




into five episodes of ten missions, each 
set in seperate sectors of the city. Tasks 
involved include training missions, 
escorting duties, assassination- 
prevention. reconnaissance, search and 
destroy orders, hi-action battles and 
patrols. The patrol missions act as an 
interlude to the main action, and also 


A Get your motor runnin*, 
burnin’ down the highway, 
looki|Hor adventure, 
or wMfever comes my 
way. Ycfthbaby it was 
meaq||||pMppen...born to 
be G‘Potice\ 


allow an in-game sub-plot to develop. 
Instead of acting within a scripted 
scenario, patrols offer a free run of the 
city, and it’s up to you to travel round 
reacting to what ever mlgliHieanours the 
citizens get up jay-watog. 

rioting or maj^pffrorist 


T Gotha rTf%ity’s got 
nothing orf^his. Especially 
when you’re lost, 
that build0tg looks 
it’s staring at me, 
away, run away! 
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system, where success builds trust in 
your abilities, and that is reflected in 
being given a higher security clearance 
and access to both better information 
and bigger weaponry. And there are 
plenty of weapons to choose from, 
including mini guns, virus attacks, virus 
shields, assorted types of rocket, 
cannons, strobe guns, flame-throwers... 
believe me, you’re not going to be short 
of ways to kill people, sorry, make the 
dome a better place for all citizens to be 
at peace and prosper. 

As well as the impressive 3O engine, 

G-Police features FMV cut scenes, which 
include motion-captured graphics 
rendered using the innovative flock of 
birds system. This relies on magnetic 
wire-captured analogue movement rather 
than the digital film re-production of 
multi camera-shot video footage, the 
system most publishers have decided to 
go with. Or in other words, a bloke 
jumps around in a wire harness, with the 
movement translated back to a computer 
workstation rather than a bloke with 
coloured balls placed around his person 
jumping around in front of lots of 
cameras placed at lots of angles, taped, 
and then edited to reproduce one 
moving image. Which is basically what ▲ Boom, shalak lak boom. You’re 

optical motion captue consists of. Phew! history. Hah! I’U send flowers to your 

The result of all this is some pretty fluid mother, punk, 
looking animations. The FMV breaks last 

from 30 seconds to two and a half purely for cosmetic reasons, decided to 

minutes, so they have to be good. stick to gyrocopters. Well, that’s their 

Rendered animations also appear at the story anyway, and they’re sticking to it. 
beginning and end of each mission. The team is working on making the 

Your gyrocopter, which in this game is flight dynamics of the ’copter reflective 
your home, castle and lifeline, is also of reality, although this will probably be 

your only means of transport. Originally, tweaked a little to make staying in the 

Wheelhaus hoped to include a couple of air with a damaged craft a little easier, 

other vehicles but discovered that their Some missions do require having to 

routines meant that the gyrocopter was navigate a half-crippled machine back to 

always the easiest choice to play with, the safety of headquarters once the 

and rather than including other vehicles main objective has been achieved. Tricky. 



▼Somewhere down there is a villan, an evil low down son of a gun. Actually, the 
city’s full of them, which Is why you’ve a little radar-cum-gunsight. 
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Although this is still in the concept 
stage at the moment, G-Police will also 
feature a multi-player mode. Given the 
themes of the main game though, and 
it’s quest nature, this is likely to be 
more of a game within a game in the 
shape of a pure head to head 


Deathmatch affair, probably set in various 
sectors of the city. At this stage, a full 
two-player career mode seems highly 
unlikely, although some kind of two- 
player patrol-based option is something 
the team is currently experimenting with. 

G-Poiice is one of the most exciting 
projects I’ve ever seen. The in-game 
atmosphere is shaping up to be properly 
dark and forbidding, the game engine 
looks solid and the mission scripts are 
packed full of variety. It’s still early doors 


yet, and this is first in-depth article on 
G-Police to be published in the world, 
but you can be sure you’re going to be 
hearing a lot more about this game. PLiy 
will certainly be ^ 

watching the IPil^ 

rest of its f ^ 

development ^ 

with a great | i 

Interest. & 


▲ When all this is 
finished, it's going to 
super smooth. A bit I 
the intro on the left. 
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We’re talking 
fast, realistic, 
and above all. 


basketball 
games. Can 
you think of 
any? NBA Jam 
T.E.7 Not 
realistic 
enough. NBA 
Live? Not fast 
enough. NBA 
Showdown? 
Not good 
enough. Totai 
NBAy the new 
PlayStation 
game coming 
from Sony for 
Christmas? 
Possibly. Ian 
Lynch slipped 
on his hi-tops 
and went 
looking for 
some one-on- 
one action. 
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Design team: Sony London 
iTeam leader: Jukes Burt 
Where ab 65% complete 
iTaiget release: Christmas 
Publisher: Sony 


ules Burl? - Nah, never 
heard of him. FIFA 
Soccer? Now that I know, 
FIFA is the most popular 16- 
bit console footy game ever and 
Jules is the guy who came up with the 
original game blueprint. He also worked 
as a software engineer on EA’s Rugby 
World Cup 'PS* the best*yet rugby sim. 
Not bad, eh? 

Now, Jules may not exactly be as well 
known as, say Peter Molyneux {Theme 
Park, Magic Carped or Jon Hare 
{Sensible Socced But I reckon he’s a 
bit of a star see. That’s because Jules is 
now the leader of one of Sony’s three 
London-based programming teams, and 
the producer/lead software engineer on 
Total NBA , which, two months from 
completion (at time of writing), is 
looking seriously smooth. And (whisper 
very quietly) will probably be the first 
PlayStation multi-tap compatible game 
available when it arrives on the shelves 
just before Christmas. 

With games costing anywhere up to 
half a million dollars to make these 


days, and Sony desperate to gain 
Nintendo-style cred for its in-house 
games division, there’s a lot riding on 
a game like Total NBA.. 

You see, Sony’s first crop of games 
have contained only a few stand out 
gob-smacking releases (see reviews, 
starting on page 43), and they’ve been 
promising Journos, such as yours truly, 
that the next wave of games will be 
the business. 

So setting my 
Phaser to ‘maximum 
scepticism* I tackled 
Jules and his team 
about the admittedly 
impressive-looking 
Totai NBA.. 

“We’re performing 
almost a dual role 
here,” says Jules. 

"We want to 
produce quality 
software and make a 
name for ourselves. 

But we also want to 
inspire third party 



developers. We really feel we’re leading 
the technology gap, and so. hopefully 
when Crystal Dynamics, Electronic Arts, 
Virgin et al. see what’s actually been 
achieved with a sports product in three 
dimensions they will, hopefully, close 
that gap again. So we go on to make 
product that’s, hopefully, successful 
and makes money but is also showcase 
product to show off what the 

PlayStation is capable 
of and help other 
developers strive to 
make games better 
and better.” 

A lofty ambition. So 
how does it translate 
into practice. What’s 
exactly involved with 
Total NBA?. Well, the 
game started off after 
a successful pitch to 
the US bastketball 
governing body, the 
NBA, for the official 
licence back in 
January. Serious 
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Down on the court you can view up 
close from behind the board. Which is 
great when you're viewing your shots 
flying towards the hoop. 
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development work started the month 
after, complete with the soon to be 
infamous motion capture technology 
(believe me, you are going to be 
reading an awful lot about motion- 
captured games over the next few 
months) and the resident basketball 
consultant, Patrick Kinnucane. 

“When we started off, we wanted to 
make the gameplay much more 
realistic, than say, NBA Jam and. 
secondly, to make the best use of the 
PlayStation's 3D capabilities, although 
to be honest, this only particularly 
comes to the fore in the replay 
sections. For instance, you'll be able to 
set the camera anywhere you want and 
edit together your own replay, cutting 
from one viewpoint to another. The 
use of motion-capture though adds so 
much to the feel of the game, it really 
is a massive advantage over purely 
sprite-based games.** 

“Another thing we wanted to do was 
include every NBA player in the model 
so you'd be able to recognise all the 
players close up on the first person 
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perspective mode. Contract problems 
with individual players which I can’t go 
into [But I can - Michael jordan, Shaq 
O’Neal and Scottie Pippen - Ian] meant 
we couldn’t include some, and time 
restraints meant we’ve ended up 
adopting a police identikit-style 
approach. Which, in the end, I think 
works really well, 

“So. what you actually see in first 
person perspective mode is the closest 
of 144 different player 
figures to the face of the 
relevant NBA star. We’ve 
also included almost 
perfect representations of 
some of the bigger stars, 
tike Dennis Rodman [He 
of the infamous multi¬ 
coloured hairstyle].** 

Running at 30 frames a 
second (which is quickish, 
for those who bought a 
PlayStation because it 
was easier to use than a 
PC, rather than because 
of all the tech specs they 
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▲ The Hornets pack the three 
second zone as the Suns attempt 
a flying pass through the middle. 
Looks like ifs going out though. 
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^ But Mourning’s got free, he's 
going in for a slam, and all the 
Suns can do is stand and 
watch, oh dear. 
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read in Edge)^ Total NBA also features 
every NBA stadium, all the team kits, 
has a bunch of defensive and offensive 
strategies particular to each team 
(accessed via the top buttons), a 
season mode, custom teams, an eight- 
player option and three different visual 
stats for each player which qfitively 
effects his performance. is 

represented by three coloured bars 
showing two-point shooting, three- 
point shooting and stamina. 

The control system is also shaping 
up nicely, with two key buttons 
accounting for simple manouevres 
(pass, jump shot, steal, block) and 
other buttons used for trickier moves 
(near-basket feeds, dunks, hook shots, 
behind the back passes, alley oops 
and activating strategies). Along with 
the basic attributes, each player also 
has a dunk percentage drawn from 
‘real-life* play. The better this is, the 
more spectacular the dunks he can pull 
off. Don*t, however, expect NBA lam- 
style gravity-defying leaps - this is a 
realistic game remember! 

Being an official NBA licence has 
undoubted good elements, but there is 
a slight downside. For instance, 
fighting is right out, backboard- 
breaking dunks banned, taunting has 
gone west and hanging on rims 
shouldn*t be in the final version (but 
you never know, eh?). 

For the moment, from whichever of 
the eight or nine views scheduled to 
make the final cut you look at it from. 
Total NBA appears like being a class 
act. Playing a 65% complete version, it 
seemed intuitive, sufficiently difficult to 
make it challenging but still 
responsive. Roll on our Christmas issue 
and the full review. 






If youYe well into planning set plays, 
and using all the court, then this is the 
view for you. I prefer action myself. 



If you’re wondering, the red bar 
shows 3 point chance, the green 2 point 
chance and the blue stamina. 



A We’re at the home of the Orlando 
Magic but Shaq O’Neal seems to be on 

vacation. Oh well 



A And...we’re off. No 
referee though (it would have slowed the 
frame rate down) which is a bit spooky. 














































































































workstation 




■ 1 

^*T 







CT^ ■: ■-. i-vl i 



V • ll 

sfl 



■ f e& 

m V 












The farfs eye view. Well, that of fans either too cheap to get good tickets or not 
important enough to be given freebies. Catit see much of the action from here, but 
apparently Terry Davis has got it, and he cant shoot to save his life. 


Paul Mulliner - Graphic Artist (motion capture) 
Patrick Kinnucane - Basketball Consultant 
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Design team: Delphine 
Team leader: Paul Cuisset 
Where at: 85% complete 
Target release: March ‘96 
Publisher; Electronic Arts ' 
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► You can 
either be a 
hero, or, er, 
whafs this? 
A computer 
centre. 


1 




can radio 
for help. I 
know, I 
know, I'm 
a coward, 
but I 





Unfortunately the PlayStation wasn’t 
around when Flashback was created, but 
we are lucky enough to catch the sequel, 
Fade to Black, It promises to take off 
where Flashback left off, not just in 
story, but also in depth of play. Excited? 
You should be. Fade to Black is very 
probably going to be awesome. 

In keeping with the Flashback theme, 
Fade to Black features Conrad B. Hart as 
the main character. The action takes 
place in 2190 AD. The solar system is 
under the control of a malevolent race of 
aliens called the Morphs. They are weird 
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irst, some 
background. 

Delphine’s Flashback, 
appeared on our 
screens several years ago. 
The game was widely acclaimed by the 
computer press, not just for being avant- 
garde in terms of graphics, sound and 
intercut animations, but more due to the 
actual gameplay. And that doesn’t 
happen very often, believe me. 

Flashback combined elements of 
platform action and adventure superbly, 
producing an immensly playable game. 
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▲ This meanie looks like something 
quick or it will destroy you and thwc 


from Arachnophobia, Kill it 
rt all your plans of escape. 










creatures that have a metabolic system 
which enables them to imitate or 
replicate any shape. They are remote- 
controlled by auxilliary-brains, who are 
themselves controlled by master-brains. 

You play the role of Conrad B. Hart 
(you've said that already, you’ve said 
that already - 
Repetition ed) a 
young student on 
his way to Earth in ■ 

cryogenic sleep. 

Captured by the ^ 

Morphs, Conrad is ■ • 

awoken and 
imprisoned on the 

moon. A human v ^ 4 

rebel faction bent \ 1 wLX 

on over-throwing 
the aliens assists in ^ 

Conrad's escape I I 1 

and persuades him 

to join their rebellion. Your mission, is to 
eliminate these monstrous master-brains 
who live deep in the heart of the 
colonized planets. Anyway, enough of 
the plotline already. 

Paul Cuisset, the original creator of 
Flashback and a designer to be reckoned 
with, is the head programmer for Ftide 


mix of 
action, 
strategy 
and reality 


fo Black. One of the hallmarks of 
Flashback was its perfect mix of action, 
strategy, and reality. “Fade to Black is a 
deep adventure game with a lot of action 
and emotion.” says Paul. “The mix seems 
to work well. I mean that when you play 
it, you don’t get the feeling that it is just 

a demonstration of the 

t technology. I absolutely 

wanted to avoid that. 

^ You will love people, 

I such as Sarah, and hate 

■ people - I won’t tell you 

who, and will want to 
help people that need 
* help later. You’re free to 

m do what you want, but 

you’ll find the right way. 
^ ^ I mean that you're free 

1 ■ Xk m to kill your friends but it 
I I won’t take you very far if 

you do that. You’ll have 
to decide your own actions and their 
consequences just like in real life.” 

Creating a game like this is no easy 
task. According to Paul, there were many 
obstacles. “I don’t want to bore you with 
technical stuff...” (Thanks Paul - We’re 
not Edge ed). “...But very simply, realtime 
3D was never used this way. Due to this, 






% 



▲ Over your shoulder 
Conrad! Isn’t that a meanie 
^ from Star Viarsl He's 
p gonna get you... 

'i 

A ^ A cunningly placed 
K ^ photocopier? Now how 

do you work this darn 




\ 



we have had a lot of technical 
problems such as virtual-camera 
placement. But it was very interesting 
to fix these problems. It was like an 
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Those of you who remember 
Flashback from other platforms will know 
that the animation on the chracters was 
extremely lifelike. In Fade to Black this 
has been improved on for Conrad's 3O 
world, “We have used ‘motion capture’ 
technology. This new system captures 
the movement of an actor in 3D using 
four infrared cameras. The result is j 
very realistic.” In fact, Conrad’s 
movements in the Fade to ^fl|| 

Black are incredibly lifelike, 
adding to the whole realism of 
the already superb game. 

But another thing that Paul VhH 
wanted to get through in the 
game is that ultimately, it is the I^bjI 
player’s choice in how 
the game unfolds. “You 
can do exactly what » 

you want, go V 

where you want 

tn frn. unii r;in 





V' - 

V 9 .. 


i4 






* 4 





































PL/^V magazine November 1995 


workstation 



A Grizzly Adam’s bear has friends if it pleases you - you will regret it this camera system to make it more out the PlayStation version as soon as 

taken up an alternative of course. Of course the story line is comfortable for the players. We really possible. “It has been quite hard. We 

vocation and can be seen there, you have missions to accomplish in want people to enjoy playing our games.” have had a lot of technical problems, 
sporting a nasty gun in a cartain order, however you have To this end. Fade to Black now has one especially due to memory restrictions. But 

Fade to Black. complete freedom in what you do. of the most intelligent camera systems of the game has turned out almost exactly 

Playability is what we have in mind before any game available. as ! wanted it to look like and play like.” 

absolutely everything else.” Another of Paul’s concerns is realism. They hope to have the development 

Paul’s attention to detail is Paul believes that a game should be complete by mid-January and are aiming 

amazing. fOi! we’re not logical and intuitive. Everything you do in for a March release, 

supposed to be reviewing Fade to Black happens as you’d expect it The future? “PlayStation is my 



this! Calm down, and play it to. “We have tried to stick to reality. I favourite machine. All the games that I 

f straight KV - Objectivity mean if you kill an enemy, ne won’t am going to develop in the next few 

ed) Fade to Black has reappear. If you shoot a dome made of years will be developed with the 

undergone months of glass, you’ll be sucked out through the PlayStation in mind.” This is particularly 

playtesting. Three months hole you’ve made. It is quite detailed and good news for the PlayStation. Indeed, 

ago, Fade to Black was realistic,” More than this, simple touches Paul has already started work on his 

almost complete. However, like sound effects that accurately next game, and going by the strength of 



one of the problems represent source location through stereo his previous work, we should have 

with the game was positioning, and how all the graphics are something very special on the horizon, 

the virtual-camera extremely well light-sourced, make this Stay with Play... we’ll keep you informed, 

system. “Our game incredibly 
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playability testers 
had the feeling 
that the camera 
system was a 
little bit 
disturbing at 
some points 
^ of the 

game. We 
had to 

modify 


Immersive (are they 
paying you, or what? - 
Sarcasm ed) (shut up, i 
saw it, you didn’t, and 
it’s brilliant - KV). 

Fade to Black, has 
so far spent over two 
and a half years in 
development. Paul 
Cuisset and his team 
are feverishly 
working to brine 



^ Are you my friend or 
a morphy thing 


85 a 
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Blood, sweat 


and beers. Ian 


Lynch travels 


into the 



twisted world 


of espionage 


that is 


Team 17’s 


Allegiance: a 


game where 


you can never 


be quite sure 


just who the 


enemy is.. 



htMi is a lilni lit ern e not 
a nitTvlictMUo.’ Wheti the 
ilesign team involved 
wiiles the liltn themselves, 
.mil then turns it into ,\ game, 
lontusedi' I'll explain... 

lor a start. giUne totuept man Ramo 
i I kid you not) talks about 4//ei;/a/ke 
its ,1 plotline f,It her than game. The 
iile.i, you st'e. is to rreate a set ret 
agent tvpt* woiUl ot t onspiraty anti 
louliter tonspii.uy tor the gamer to 
vvaiidtM aiouiul in, 
solving various 
nussions as best he 

can. It's all set in a 
sort of much darker, 
grittier representation 
of the kind of 
universe )ames Bonii 
usualtv tinds himself 
in. It iiKo looks like 
it’ll play a little like a 
first-person 




in 


the 


world 


N 


Design team: Team 17 


N 


Team Leader: Ramo 


N 


Where at: 60% complete 




Tariget release: ISAarch *96 


C Publisher: Team 17/Ocean 


perspective 
adventure, the kind 
of thing that’s kept 
cropping up ever 
since Doom arrived 


of 



on the PC. Although they'll probably get 
upset I even mentioned Doom, but 
there you go. 

You play Kay Brogan, a sharp looking 
operative recruited by a government 
agency on the edges ot the military (or, 
in other words, something very, very like 
the CIA) to try and crack a dangerous 
terrorist-run 

It’s a mission-based game, currently 
set in six scenarios (hotel, big airport, 
military base, big mansion, small airport. 

train depot) with a 
planned is-20 
levels. This variety 
of settings looks like 
making a welcome 
change from Doom- 
style backgrounds, 
which are essentially 
the same arena 
multiplied to the nth 
degree. Despite my 
occasional use of 
Doom as a 
reference point 
(apologies to the 
tew gamespLiyeis in 
the world who don’t 
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what Doom is, it’s out on PlayStation 
next month - buy it and find out). 
AllegiiWce really isn’t, however, the same 
kind of strategic 'walk round shooting 
everything possible that moves’ game. 

It’s pitched as something more 
cerebral, that really does require a little 
lateral thinking to solve the problems 
thrown at you. Note: that’s logical 
problem-solving, and not ye olde 
adventure-style puzzle solving. 

It’s too early to say whether the team 
looks like pulling this off, but it’s 
certainly a worthwhile gaming goal to 
work towards producing. 

Bearing in mind the secret agent 
marlarkey, each mission broadly 
represents the testing of a different 
attribute required to survive in the world 
of espionage. So, as well as the 
gratuitous violence levels, which. I’m 
sure you’ll be glad to know (as I was) 
will be in there, it also has missions 
where stealth is vital, and blowing 
someone away is positively a bad idea if 
you need to find those important clues. 
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▼ One of the six settings is a military 
compound* Being a Team 17 game, of 
course, ifs camp 17 which you’ve got to 
infiltrate. I dunno, developers eh? 
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▲ Honestly, some missions do require stealth - but ifs 
always good to have a couple of automatics at the 
ready. Stealth, stealth, stealth, better take my shoes off, 
hey. wouldn't want to mess up that nice shiny clean 
floor now, would I? 


’■VJ> 






▲ You know, I could swear this was identical to the Team 
17 offices. Actually, a lot of the filming of the FMV scenes 
used the office as a set. Cheaper that way! 


Full Metal Video 








'M 


Hi, Ka/s the name, Kay 
Brogan, investigator. lt*d 
been a long, hard day 
on the Calvetti case, the 
guy’s a bum but it pays 
the bills, and my feet 
were barking like dogs. 

I needed a stiff one, 
something long, dark 
and cool to wrap my 
lips around. This place 
looked like somewhere 
a girl could relax, so I 
followed the sign. 


Wait a moment. The pair 
of jokers on the door 
looked like they’d seen 
some action. There was 
something not quite 
right, they either had 


their eyes or I’d put on 
too i^hort a skirt taht 
mordifis. Or mavbe 


This was no time to take 
chances. I decided to get 
tooled up. I walked past 
the door and searched 
for the necessary, there 
at long last, with the 
fluffy bits at the bottom 
of my handbag, was the 


ig, and I was 


being set up. Y’know, I 
never did like that guy. 


lip gloss Auntie Caroline 
gave me as a present 
last Christmas. Now i 
was ready for anything, I 
went for my gun. 


Bang, the guy’s tie leapt 
to attention, but I 
definitely had no time for 
that now. He was going 
down and his friend was 
getting uglier by the 
second. And he was 
second best to begin 
with. Hey, it was a little 
extreme but a girl can’t 
take chances in this 
town, and I really wanted 
that drink...PMT hits you 


This time 1 was taking 
no chances, they might 
have bacardi in there 
and there was no way I 
was going to mess with 
him again without a 
shield. The second guy 
had got so ugly he 
turned to stone. Calvett 


was going to have to 
put up big bread (even a 
loaO if I was going to 
Stay on this darned 
complex case. 
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▼ Hey, a little help! Now 
we’re smoking, and we 
better smoke a bit quickly 
before that guy gets any 
rounds off at me. 



As well as escort tasks, assassination 
trips, laying explosives and search and 
destroy attacks, and all at a more than 
useful 25 frames a second. 

You also get to torture, sorry, 
interrogate people as you go. The 
interrogation element, the violence, the 
pain, the graphic sheer blatant. put*in* 
tnere-for-the-hell-of-it blood splattered 
image"\^ is also reflected by one of the 
most striking aspects of Allegiance - 
the use of FMV ‘.Full Motion Video). 

No. come back! I swear it’s relevant to I 
the gameplay and everything! And it's J 
really quite smart, honest! Yes. FMV I 
clips in games have always been I 
complete bollocks to date, with the I 
possible exception of EA’s I 

$4,000,000 budget iVing Commander f 
III, and /th Guest but this actually K 
looks quite good. Seriously! g 

What theyVe done is to shoot I 
sequences, and pretty censor* I 

cringing sequences at that, to act I 
as both mission briefs, plot hints ■ 
(do watch closely, information is I 
given away that might help you 
make the thought jump necessary 

to twig a rather neat 

4 C Cl twist) a mood* 

setting intro and in* 

...__ 

■ game cut scenes 

I that fade back to a 

I different location 
1 than the one you 
I started in. 

1 The guy responsible 
I is ex-film special 
I effects man john 

■ Allardice. john has 

f S 1 put together a nine 

and a half minute 


* 




illU 
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intro, which unless you're a film ■ 
buff and know the difference, 1 

youTI think bears more than a I 
passing resemblance to a Quentin 1 
Tarantino short. Blood-like I 

substances abound. It’s also been w 
shot on film, (most FMV stuff is 1 
done on video, which is cheaper, I 
but not as good quality). 1 

I almost feel confident enough 
to say that Allegiance, four 
months away from completion, could be 
very smart indeed. But that would be 
silly at this early stage, so I’ll keep my 
enthusiasm to myself for nov/. 


r 4 t» 
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A Red is always omnious. No matter 
what the game, you come across 
something red, you know you’re in 
trouble. So, forgive me if I stall a llttl 




God, this guy had a big 1 wasn’t taking chances. Damn, that was close. I popped the big guy, he 

one, and it didn't look In fact, I’m the kinda girl Luckily I had Medusa wasn’t pretty, but this 

like he was after my that always take here to take the flak. But didn’t seem to be the 

telephone number precautions. A spark of now I was getting upset, kind of joint where you’d 

either. I didn’t like what sulphur and I’d popped a Blood had got on my want to take someone 

he was doing with his couple a shells into his micro-skirt, and someone home with you, so he 

hands and I’d only just back, this one was stone was going to pay, 24- was no big loss. Shame 

met the man. alright, stone cold dead. hour dry cleaners cost a about the mess though, 

What kind of a joint Man, Calvetti didn’t have fortune these days. the apartment had 

had I stumbled across? the kinda dough to make Although I was now potential - hey chicks 

And would 1 get busted me come back for more. beginning to suspect it notice that kinda thing, 

if I took it home to Assuming I made it outta wouldn’t be that rat Then i heard movement, 

relax in the bath here. But there was still Calvetti footing the Jesus! where were they 

sometime later? bacardi to deal with... final bill. all coming from? 
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What was this place? 
Whoa, I knew that guy. 

It was Calvetti! The dirty 
snake had double 
crossed me. There was 
no way I was going to 
get paid now. He had to 
know. He had to pay. So 
I blew his brains out. 
Now all I had to do was 
track down bacardi, and 
I still hadn’t had that 
darned drink. 

The End. 


















CHOKE! QUAUTY! 


These have made us one of the largest suppliers 




of computer software in the country today! 


All Prices 

laclede 

VAT. 


CAPTURE THE POWER OF THE 

PLAYSTATION 

FOR JUST 





comes complete with demonstration 
CD showing 5 top selling gomes, one 
control pad and an RF cable. 


3D Lemmings..£36.99 

AauA Gole.£CALL 

Actua Soccer. £CAIL 

Air Combat.£36.99 

Cybersled.........£36.99 

Dc s TtuoiOM Dwv_..X3^99 

Discworid ..£36.99 

Eleventh Hour.__£CALL 

Extreme Sports.£36.99 

fWA *96 _JC35.99 

Jumping Flash.£36.99 

Kileak The Blood.£36,99 

Krazy Ivan.£36.99 

Loaded....£CALL 

Madden '96.£35.99 

Mom Kommt 3- £39.99 

NBA Jam T.E.£32.99 


Novastorm.. £36.99 

Off World Interceptor ...£CALL 

Parooius..£CALL 

PGA GaF '96..£35.99 

Rayman ..£35.99 

Rapid Reload. £36.99 

RDOf Racbl_X3S.99 

Road Rash...£35.99 

Shocicwave Assault.£35.99 

Starblaoe Alpha.£36.99 

Streetfighter the Movie..£32.99 

•••••eeeee X39.99 

Theme Park.£35.99 

To Shin Den. £38.99 

Total Eclipse.....£CALL 

View Point..£35.99 

Warhawk. £36.99 

Wkout _ £38.99 



bi.' I; I 


Firf Turbo Joypad • 

replica SONY joypad WITH FXTPA 
turbo-fire, auto-fire and SLOW 

motion functions.£ 17.99 

Fire PSX Joypad • 

exact copy of SONY JOYPAD AT 
almost HALF THE PRICE ...,.£14.99 

OffiOAi Sony Joypad. £23 99 

Link Cable....£23 99 

Memory Card.£ 19 99 

Mouse. ..£23 99 

Mum Tap. £CALL 

Action Replay...,£CALL 

Universal Adaptor .£CALl 


01924 4731S7 

SALES HOTLINES 

OPiN S€VfN DAYS A Wfij 


Our keen prices, wide 
suppliers of games and 
SNES, Saturn, Lt 


OiCE and commitment to customer service have OUICKIY TURNED GaMEPIAY INTO ONE OF THE URGEST 
iMPUTIR SOFTWARE IN THE COUNTRY. We SUPPLY GAMES FOR MOST FORMATS INCLUDING MEOAORIVE, 3DO, 

, Etc. We also offer a huge selection of software and peripherals for PC's from games to 
iSf mouse mats to steering wheels. Please call for a copy of our current catalogue. 





UNES OPEN 9AM-aPU MOKFRI. 
9AM-7PM SAT, lOSQAtiMPM SUN. 
ANSWERPHONE All OTTCR TilES 


r 

I 
I 
I 


KM 


g*< Cut Out This order form and post to: GAMEPLAY, UNfr 11, BARDEN CLOSE, BATIEY, W. YORKSHRE WF17 7JG. 






Chea ues payable to 
'Gameploy'.Pricw C0fr«cl ot Lime 


ol going to pr«is E & OE 


Address: 


ryi ORDER BY CREDIT CARD. CHEQUE I Pr^cTrrvv 

W I POSTALOROERSOflCASH | ........rUbH,t»E 


+ • 


EZ) 


(PLEASE send CASH in A 
REGISTERED ENVELOPE FOR 
YOUR OWN PflOlECnON. 

OPTIONAL NEXT DAY OEUVERY 
C3.S0 FOR ORDERS UP TO OO, £5 
FOR ORDERS OVER £S0, PLEASE 
ORDER BEFORE 3PM TO ENSURE 
MllEDtATE DESPATCH 


I 
I 
L 


Tel 


Fax: 


Item 

Machine 

Price 



£ 



£ 



£ 



£ 

Postage is FRiE for oil orders shipped P&p 

within the U.K. Oversees postage - 

£2.50 per software item. TOTAL 

£ 

£ 


Cas»Q CheoC] PoswOsMsi ] CawO Caro NoOn I < I I I I I L L I I I I I I I I Expiry .]□/ 


Issue NoOQ 

iW’t' p* X 'HIV 


PLAY 
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Non-games 
veterans 
won’t know 
about the 
original 
SyndicatBf 
about how 
vioient people 
thought it 
was, or how 
good it was. 
Never mind, 
two years on 
and the 
sequel. 
Syndicate 
WarSf is well 
into its 
deveiopment. 
Agent Lynch 
donned his 
trenchcoat 
and went 
gunning for 
the truth. 




Is 


|l 

"iil: 

m 


ft This Mike Man 
geezer, he’s some 

i artist isn’t he? 
Although this 
does seem to 
have borrowed a 
little from the 
world of Manga. 
By the way, this is 

an airenL 


ompetition, there’s nothing 
quite like it for getting the 
adrenaline flooding through 
the system. So, take one 
Bullfrog game, give it a makeover 
and add in the competitive element and 
you should end up with something more 
appetising than anything Keith Floyd can 
concoct. Or, in this case. Syndicate Wars. 

For those that don’t know the story, 
Syrrdicate is one of the few games 
journos can genuinely say was, that 
much overused phrase, a classic. The 
main aim was to use your team of 
agents (working for the syndicate) to 
takeover the game world by fair means, 
or more commonly, foul. Among the 
weapons you could employ was 
something called the Persuadertron. This 
was, and still is I suppose, a rather nifty 
device which allows the user to take 
control of a chosen victim’s mind. 

Simply, it was all about power. The 
having, manipulating and abuse of 
power. Bit like being a magazine editor 
really, eh Dave? 

Now 40 per cent complete, Syndicate 
Wars is being designed to continue 
where Syndicate ended (assuming you 
won) with the player in glorious control 
of all territories. Then, before long, 
everything goes pear shaped, leaving 
you in a position traditionally described 
by the words ‘up’, ‘creek’, ‘shit’, ‘without’ 
and ‘paddle’, although not necessarily in 
that order. The rest of the game is all 
about the rather slow re-building of your 
own little empire. 

The game world has moved on, and 
has got decidedly better looking too. It 
features a whole new group of technical 
bang upto date graphical improvements 
which make it look rather smart, as you 
can see for yourselves. Apparently 
something called lightsourcing is 
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M You can zoom in and out, which is 
useful to see whether anything’s 
coming up behind you. 


Up close, it doesnt look pretty. 
Those spidermobiles are vicious. 


jik 


*. i 


get too excited, 
this isn't a 
screenshot 

involved, which basically means it has 
reflections and shadows in, which helps 
the game’s atmosphere, and hey, that 
can only be a good thing. A good 
example of this is something as simple 
as street lights. Shoot them out, and 
everything else goes dark too. 

The world has also moved on in that 

there are more types of teams to _ 

control. Being a corporate hitman mlgh^^ 
not necessarily appeal to everyone 
(always seemed a fine career choice to 
me) so Bullfrog have added in two other 
main playing characters, zealots and 
punks. Zealots are cult followers, 
religious maniacs with their own 
manifesto, whilst punks are just out to 
smash up any hierarchy they come 
across, banging the heads of rival gangs 
together as they go. 

It’s also bigger, the plan is for 
Syndicate Wars to actually have 25*30 
cities in it, with the 
player controlling a 
team of four 
agents/punks or 
zealots in each one. 

Unlike the original, 
missions will not be 
directly related to a 
particular city, but 
will instead involve a 
more lateral 
approach, or as level 
designer Sean 
Masterton puts it, 
more “objective”. For 
instance, a brief may 
be to acquire a new 
technology. This 

could be done by a number of ways, 
kidnapping enough top-notch scientists 
to invent say, or perhaps stealing it, or 
perhaps buying it. This then involves 
deciding which city will have the right 
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^ All the best 
agents have big, 
fast cars with lots 
of gadgets on - 
SO why should 
Syndicate Wars 
be any different? 
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components to make it 
a priority visit. If you’re 
thinking this is getting 
a little complex, get 

^ I number of missions on 

the go at once. Power 
mad egomaniacs have to be good at 
multi-tasking you see. 

This isn’t, however, a strategy game. 
True, lead programmer Mike Diskette 
(which is one of the best apposite names 




ATE 


THE CORPORATE WARS 



A Just in case you’d forgotten what 
this was, here’s a groovy looking grab of 
the logo. Smart huh? 


Serious 

Firepower 


T he original 
Syndicate 

caused quite a fuss 
over the level of 
violence it 
supposedly 
contained. Any 
gamer worth his 
salt will be glad to 
know this hasn't 
been toned down. 
The level of 
weaponry for 
Syndicate Wars is 
really quite 
extraordinary. 

Here's the full SP 
on what the team 
is planning to 


Unlike the original 

. ammo is 
not restricted, 
all weapons run off 
energy, which can be 
re-charged at various 
energy consoles 
dotted around cities. 


Automatic gun 


Automatic heavy 


Gives a huge a 
electric shock at close 
range, and will work 
through shields. 


Flamethrower 


Can be used as a 
proximity mine, timed 
mine, or grenade. It 
sends people mad, 
but for some strange 
reason doesn’t work 
on policeman or the 


Can be used as a 
proximity mine, timed 
mine or grenade. 
Knocks people out for 
a limited time. 
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Can be used as a 
proximity mine, timed 
mine or grenade. 
Tendrils of electricity 
lash out and zap the 
nearest people. 
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Can be used as a 
proximity mine, tim< 
mine or grenade. It 


. : 1 ; 


fie 


Can be used as a 
proximity mine, timed 
mine or grenade. It 
creates a festival of 
burning chemicals. 
Heavy duty. 


♦ . \ 




Electro magnetic pulse 
mine. Only affects 
robots or other 
electronic equipment. 
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Same as Gauss gun in 


on 


Upgraded Gauss gun 
(locks on target). 


Same as Syndicate. 
But tnere will be a 
deUy after finng 
whilst the laser re¬ 
-charges before you 
can use it again. 


A more powerful laser, 
and the guys are 
planning it so you’ll 
actually be able to 
see the beam on¬ 
screen. The re¬ 
charging time for the 
beam will be shorter 
than for the laser. 




One for those who 
like to show creativity 
in their kills. You use 
this by stringing up 
the wire across street 
alleys and, well, it alt 
gets rather bloody 
after that. 


the main weapon in 
the original Syndicate. 
It allows you to take 


IVe ever heard of) says he wants to 
include a way of completing each mission 
without blowing everything up. But once 
you’ve put a little thought into it, a lot of 
the game Is still about blowing away 
everything and everyone that gets in your 
way, including buildings if necessary. 

It might be a good idea to be wary of 
which non-player characters you chose to 
get nasty with. As well as rivals, and the 
three types of playing characters. 
Syndicate Wars includes a number of 
civilians (who can be enrolled using the 
Persuadertron), a police force and sundry 
military types. Kill a civilian, and the 
police get interested in you, kill a cop 
and the military comes after you. Pick a 
fight with the military, and. well, getting 
out of that city fast and not going back 
would be the best bet. Assuming, of 
course, you make it out alive. 

In a new twist, player characters have 
emotions. To be more accurate, their 
attributes affect how they act on an 
emotional scale. This ranges from 
paranoid to psychotic presumably. Well- 
balanced, totally at peace with yourself, 
comes somewhere in the middle, 
although, to be honest, psychotic and 
paranoid seem more fitting to the 
whole Syndicate realm. 

Another Bullfrog smash in the making? 
It certainly looks like it! 
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spiders behind, 
spiders every- 
sodding-where. It 
definitely looks like 
curtains for me then 





r If you were to shoot out those 
street lights everything would go very, 
very dark indeed. Touches like this 
really help build up the atmosphere of 




A Before the artist renders the model, 
he first creates a wire framework to 
check out how it will move. 


You nor 
only see this 
kind of thing 
in a RPG or 
adventure or 
something. 
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▲ This model isn't complete y 
just the very top of a monster 
What do you mean *just*? 


• « 
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control over other 
people’s minds. This 
time around a few 
variations are 
planning to be 
introduced, such as 
the chosen victim’s 
stale of mind limiting 
the Persuadertron’s 
effectiveness. It might 
even wear off. 


Deflects most 
weaponry, but not 
the laser. 


Stuns people within 
its range. 


And as you might 
expect, the team is 
still working on a 
few ideas, so 
expect a few 
surprises. 


< In some 


everything. 
Cities evolve 
as time goes 
on. I’ve come 


check on this 
drop, but 
there stilt 
doesn't seem 
a way down. 
Oh well. 






Very music biz, and very Syndtcate-Uke bleak here's the publicity 
photo of the Syndicate Wars team. From left to right; Ian Shaw 
(support programmer), Sean Masterton (level design), Russell 
Shaw (sound), Mike Diskette (lead programmer), Peter Molyneux 
(producer) Mike Man, (lead graphic artist). 
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want to 



Urth 



do 


have to do? 



Answer 

two 


these 


simple questions 
correctly and 




us with a truly 

hilarious 

piece of dlinO 


How 
Enter 


Send your answers on the back 
or a seated envelope, along 

and address to: 





your name 


Primal Rage Compo 

Play Magazine 
Paragon Publishing Ltd 



comedy and you 

■ 

could NA/in one 



of the great 

prizes here! 


Paragon House 
St Peter’s Road 
Bournemouth 
BHi 2)5 


Please note: The editor's decision is final 
and employees of Paragon Publishing, 
relatives and their pet dinosaurs may 

not enter. 
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U.S. Playstation. . . 
U.K. Playstation . . 
JAP Saturn. 
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DarkStalkers (JAP) 
Wipeout (U.S) . . . . 
Rayman (U.S) . . . . 
NBA Jam (U.S) . . . 
Ace Combat (U.S) . 
Ridge Racer (U.S) . 

Bug (Saturn). 

X-Men (Saturn) (JAP) 
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.£38 
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Other Games and Accessories available 
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For the latest in 
Hardware and Software 


Best Price In Town 


Sony Playstation £call 
Sega Saturn £call 
3DO Games, Starblade, 
GEX, Alone in the Dark, 
SFII, All £15 each. 


Super DX32. 

All Repairs and 
Upgrades Undertaken 


king imu 271068 
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Actua Soccer 
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CENTRE 


We have a huge range of 

new 6 used consoles, games, 6 
accessories including new & rare 

imports from Japan and USA 


Hegadrive, Mega CD, 

Sega Saturn, Sony Playstation, 

Super Famicom, Nes, Gameboy, 

Jaguar, Lynx, 

3D0, PC Engine, 

Turbografx, Neo-Geo 
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Bournemouth, BH9 2DR 
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to the Evaluation Station. The most 
important and brutai section of the magazine, it is here that 
finished games are put through their paces by our rugged and 
handsome team of PiayStation experts. 

Our review crew play bucketloads of games every month and you 
can be sure that a new title is going to have to be a bit special to 
get us excited. If it is, we’li praise it to the heavens. If it isn’t, weil, 
we may just tear its heart out! No fiabby reviews from us pal! 

As we’ve said before, t||e only peoplf we answer to are you. 



to the 



V 


n Play, games are rated on looks, sounds and also value for money. Any game priced at 
more than £40 had better make sure It delivers big-time or we'll want to know why not. 
The writer will also add an extra category, particular to that game. Some of these will be 
fun, some may give an important hint at a particular feature of the product itself. 

All of these categories are marked out of ten and are followed by the Played score, which is 
judged entirely on how much fun the game is. This is rated out of 100. and breaks down like this:- 



94-100 


These 

games 






Games 

that 


are exceptional. They’re maybe one member of 



69 


Average 
games 
may appeal to 


fun, stay fun and are 
groundbreaking. We 
just love ’em to little 
pieces guys. 


the team would score at fons of the genre but 
85+, but the others don't should be avoided by 


Games we 
recommend. 


85-93 

Fun, lasting, value for 
money, but not 
necessarily hugely 
original. 


really feel is worth 
splashing out over £40 
on. 

Games that 
are enter- 


almost everyone else. 






Not good 
enough. 


Games scoring less than 
ining, but we donft think 65 automatically become 

short reviews, although 
not all short reviews are 


have lasting appeal OR 
games that are above 
average but slightly flawed, of poor games. 


Targeted 

for 

evaluation 


this issue: 


Mo 
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Zero Divide ■ 

Street Fighter: 
The Movie 

Tekken 

Battle Arena 
Toshinden 

Loaded 

3D Lemmings 

Theme Park 

NBA Jam T.E. 

Striker ’96 

Ace Combat 

Rapid Reload 

Wipeout 


Winning Eleven 
Discworld 
Ridge Racer 
Worms 
Boxer’s Road 
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Are 3D beat 
’em*ups dead? 
They’ll wish 
they were 
when they get 
in the ring 
with MK3. 
Ryan Butt 
gets worringly 
blood-thirsty. 






information 


w 

Sony Computer 
Entertainment 

Customer support 0881 sos 505 
Expected prte: £49 99 
Expected when: 


lur and Oasis? Ha! Not 
so long ago a real 
battle was raging. Not 
the kind determined by 
who can screw the most 
groupies or quaff the most booze, either. 
No, t’was the original battle of the beat 
’em-ups - Street Fighter U with its 
exhilarating gameplay, Vs Mortal Kombat 
with its... er, gore. 

Street Fighter II undoubtedly won back 
then, but these days it’s a different story 
entirely. The movie-orientated direction 
Capcom headed off in resulted in a 
disastrous cinematic turd that sapped the 
credibility straight out of the subject 
matter, plus a decent, but not brilliant 
new SF game, whereas the MK series has 
progressed from strength to strength with 
two corking sequels, the latter of which is 
here in all it’s coin-op perfect entirety on 
the Sony PlayStation. 

MK3 is a far cry from the feeble seven- 
character original that emerged several 
years ago. These days, the body count 
has risen to a staggering 15 (including the 
secret masked avenger, Smoke), and 
whereas the original appeal lurked in the 
novel ’’Fatality” finishing moves, MK3 
throws the gauntlet down for the gamer 
to uncover all 90 of them - that’s 83 
more than the original game, and six 
more than MKIf phew! 

Other tempting attractions in the game 
include a new hyper dash button which 
causes your chosen gore meister to run 
full pelt at the opposition and then, using 
the combo system, smash the crap out of 
said unfortunate at lightning speed 
resulting in rather fantastic full throttle 

gore explosions! 

As if that wasn’t 
enough, the game 
also comes complete 
with Kombat Kodes to 
enhance the fights. 



and a couple of deadly new boss 
adversaries to batter. 

I would never have believed that a zD 
beat ’em-up would be able to hold its 
ground against the 3D polygon assault, 
but MK3 offers enough sizzling new 
features to out-do even the most jaw- 
droppingly advanced 
fighters. The dash and 
combo manoeuvres 
notch the gameplay up 
a gear or two, meaning 
that MKII masters need to 
report for re-education at 
the learn more complex 
and sophisticated gameplay 
school. You can grasp some 
of the more familiar characters 
easier than others, but there is 
still a great deal to learn when 
picking this up for the first time. 
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Appearance wise, MK3 couldn’t come 
closer to the coin-op without actually 
being the coin-op - it’s amazing to 
behold. The speed and attention to 
detail is so finely tuned that if you 
squint, have a mate blow stagnant fag 
smoke all over you, invite a coach load 
of screaming foreigners over to 
commentate, and use a pad that doesn’t 
work, you could almost ‘be there’. 

The real excitement though comes 
from the Fatalities, Babalities, Animalities, 
and Friendships which can be both 
simple, or tear-jerkingly hard to perform 
(especially those f-ing Animalities!!!). 

Either way, just practising them 
guarantees a month’s worth of 
gametime, and, coupled with 
the unbeatable single and 
duel-player tournaments, is, 
for once, fantastic value for 
money, just don’t forget 
your sick-bag. 
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A Proof: four arms are better than two. 
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The complete 
guide to Mortal 
Kombat 'allties 


ndecided how to decapitate 
with style? Let Play guide you 
which coup de grace to deliver 





Simply a gratuitously 
violent dead move which 
usually consists of the 
victor dismembering his unworthy 
ponent amidst a torrent of 
ilitinctly ketchup-looking blood. 


hearted gesture, but a 
sure-fire way of 
comoletelv humiliatine v 


compieieiy numiiiaiing your 
opponent Friendships can consist 
of anything from giving away 
flowers to transforming into a past 
kombatant and inviting them to 
play an MK3 coin-op. 



^ ^ To render your opponent 
^ ^ completely harmless, 
WBW these codes will revert 
them back to being mere 
incontinent toddlers without a 


nasty bone in their frail, wee 
bodies. Ahhl Bless 'em. 




Mercies 


If you're really getting in 
to pummelling your 
opponent and don't really 
want to finish them off quickly, by 
performing a Mercy you'll give 
them some more energy to 
continue fighting. A very noble 
gesture on your part which is 
usually met with a barrage of 
insults from your mates. 






Animalities 

This started out as a mere 
rumour when MKM was 
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iKMm 
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A ''listen mate. I'm really sorry my 
wife cooked your brother for 
Sunday roast 



Looks: 

Sounds: 

Guts: 

Value: 






m 


doing the rounds, 
however, so impressed were 
Tobias and Boon with the concept 
that they decided to incorporate it 
into MK3. Basically, after 
performing a Mercy and going on 
to the second "Finish Him" 
command, your fighter will morph 
into some kind of demonic creature 
and proceed to maul your 
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strange name 
for a stranger 
game! Rise Of 
The Robots in 
3D anyone? 
Ryan Butt 
cringes at the 
thought. 





♦ 


or 


♦ 





A Does anyone know 
what kind of droid this is? 
What practical use could it 
possibly have apart from 
maiming innocent Ford 
production line mechs. 

The dirty devil! 
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eVe already had an 
extremely nice looking 
3D beat ’em*up with 
little substance 
(Tohshinden, the updated UK 
version of which is reviewed on page 52), 
so do we really need another one? Zero 
Divide is all very well and good, but we 
know what the PlayStation is capable of 
now - and it can do a lot better than this. 

Zero Divide features eight assorted 
— mechs which include 
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m a psycnotic scorpion, 
m a deranged kangaroo 
m (Skippy would turn in 
m his grave), the token 
m female droid, and a few 
m other instantly forgettable 
i characters. The aim? Simply 
^ trash your opponent and 
feed on the spoils, what 
could be easier? 

If you thought Tohshinden 
was basic, then Zero Divide 
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Publisher: Zoom 
Customer support: No UK number 
Expected price: i/9.99 (import) 
Expected when: import out now 


takes 

the piss one A A 

step further - you f X 

only actually use ^ 

three buttons on - 

the control pad 
THREE? With eight 
on offer, the 
programmers could 
have been a little 
bit more 

adventurous. No I Iw 

prizes for guessing p 

what they do - just ^ w ! 

a standard kick, 

punch and block. » m b 

Admittedly, the 
game looks very 
nice - although the 

rotation factor isn't milked to the extent of 
Tohshinden, but everything looks dandy 
and seems to work well. The best feature 
is undoubtedly the way in which 
unfortunate droids can grab onto the edge 
of the battle arena if they’re tipped oft the 
side, before springing back into action and 
flooring their opponent in one foul swoop 
- good stuff. The way in which your decked 
opponent’s remains decompose and 
disintegrate after the fight is also a top* 
notch effect that is worthy of a mention. 


A Living on the razor’s edge, the two crazed driods fight just inches from death. 
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■ The sound is also very 

impressive, to get you fired 
up into that frenzied 
fighting mood, the final 
boss commentates 
throughout the bouts 
uttering such memorable 
phrases as “Oooh that 
really hurt!" and "Is that 
the best you can do?" all 
# I completely longue in 

cheek of course. 

Shame really that the 
actual garneplay couldn’t 

9 follow the same high 

standards. The special 
" moves aie wickedly tricky 

to pull off and the 
standard moves feel so slow and 
unresponsive that you get peeved oil with 
the whole affair after a few hours. No one 
character seems to generiite enough style 
and personality to stand out. instead 
you’ve basically got a motley crew ol 
androids wfio are all several screws short 
of a steel plate. 

Why do giimes like tfiis never quite 
work? Is it because they’re genuinely 
unplayable or is it just because the nation’s 
gamers prefer to fight with digitised ftesfi 


and bone? In the case of Zero Divide it is 
definitely down to playability, or rather than 
the lack of it, because if the moves were 
flashier and the controls a tad more 
responsive this would be a cracker. As it 
stands, a rather premature trip to the scrap 
heap looms for Zero Divide. 
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A Horror of horrors! 
Muffin the mule has 
returned in mech form. 
Who do ya love? 
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Heavy 



My Robot 





R obots, who need *em? It’s a well known fact that 
every being with artificial intelligence has a tendency 
to go off the rails once in a while. Take films for 
example, Number Five in Short Circuit vieni nutty and 
proceeded to speak like Julian Clary, everything from 
toasters to vending machines turned into homicidal 
maniacs in Maximum Overdrive, and then to cap it all, 
Arnie became good in T2, But that’s not where it ends, 

any game featuring 















robots, especially beat 
’em-ups, have 
previously turned 
be smellier than 
bullock gonads. 
Observe: 
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Rise Of me 

Robots 

(all formats) 

The prime stinker. Oh 
how the nation 
proceeded to crap in 
their cartridge slots 
when they realised how 
utterly awful it was. 


UJtraman (SNES)# 

For years this stood firm i! 
awful SNES games by, and 
copy had to emigrate to Ai 


This game sing 
an all time low 



the yard stick to measure 
anyone in possession of a 
stralia to avoid victimisation. 


Justice (Mega Drive) 


ie-handedly dragged the genre down to 
and proceeded to die a grizzly death 
many copies. Ha sweet justice! 


Cosmic Carnage (32X) 

The feeble amount of enthusiasm drummed up for the 
32X was instantly crushed when punters clapped eyes on 
this pile of donkey’s poo. 



r 



Looks: 

Sounds: 

1 

1 

Flexibility: 

Value: 

III 

nil 


R^jed 68 % 

Too heavy to handle! 
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Highly 
innovative 
instalment in 
the saga, or 
just a cop 
out? Ryan 
Butt puts SF: 
The Movie in 
the dock. 




O 


Information 


_ f 

Publishen Acclaim 
Customer support: 0171 5000 

Expected price: £39.99 
Expected when: Out Now 



Balrog subjects Van 
Damme to some serious 
chinning. 


f there were any 
justice in this crazy 
world, the person 
responsible for snorting 
up the idea of a real life 5 F 
movie would be hanging by his testicles 
from the Empire State building by now. 
Let’s face it. lean Claude. Kylie. and the 
hopelessly mis-cast (and now sadly 
departed) Raul julia just couldn’t cut it as 
real life flesh and bone recreations of the 
phenomenally successful video game 
characters. So it seems strange that a 
game paying homage to this cinematic 
low note should be produced and even 
stranger that it should actually turn out 
to be rather good. 

Not that Capcom has suddenly become 
a hotbed of innovation - SF: The Movie 
(the game that is) features a selection of 
the most popular characters, plus some 
new geezer called Sawada (the bad guy 
in the film). 

Looks wise. Capcom has swallowed an 
almighty slice of humble pie and gone 
for that distinctive Morhil Kombtit 
appearance with each character throwing 
punches and ripping out spinal 
columns as digitised versions of their 
big-screen counterparts. This is all 
very well, but for those of a more 
nervous disposition, the sight of Van 
Damme strutting his stuff like the 
over-inflated muscle bound sod he is 
may be a bit too much to bear - 
justice is served, however, as his 
character is undoubtably the crappest out 

of the lot (teehee!). 

All those gamers out there expecting 
something new from SF: The Mo We will 







they discover that the action churned out 
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in this fifth sequel is almost 
identical to Super Street 
Fighter ^ Turbo, (but 
then again, did you 

expect 

anything radical from 
the guys that brought 
you Sfreef 
Street Fighter 2: 

Champion Edition, 

Street Fighter 2 Turbo. 

Super Street Fighter 2 
and. of course. Super 
Street Fighter 2 Turbo.) 

SF: The Movie kicks off with some 
stunning full motion video footage that 
summarises the hottest snippets of 
action from the film (so it isn’t a 
particularly long intro!) and then the 
fresh new gleaming logo is rammed 
home to signify to Street Fighter 
connoisseurs that the next one must 
surely have a three in the title 
somewhere (please, please, please). 

Apart from an interesting movie mode 
and the standard one-player solo brawl, 
the real beauty of this game, as 
always, is the two-player game. Getting 
to grips with each of the characters in 
their new guises is a piece of piss as 
their moves are exactly as before. At 
least this means you can shove the 
manual where all manuals deserve to 
go and jump right in. 

Graphically this game is a far cry 
from the cartoon appearance we 
know and love. The more menacing 
brutes such as Blanka and Bison 




now look like crazed 
clowns. The fluidity of 
some of the moves 
have also lost their 
sting, but hey, with 
new combos to 
contend with and 



awesome super 
moves, you’ll hardly 
notice after a while. 

So the big question now 
is how does this handle itself 
against the mighty MKjl Well, It's 
not a patch on it really. The third 
instalment of gore-related antics offers 
far more longevity than simply another 
SF game. SF: The Movie is pretty damn 
’ard. but Bison’s rather camp attire 
hardly compensates for Motaro these 
days does it? 

▼ *Hyper flaming uppercut thingyl’ The 
clothes may be as tasteless as ever but 
who could fault those devastating moves? 
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▲ Amidst a blinding flash of 
light the fat Russian forces 
Blanka to perform oral 

pleasure! 
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A Ryu shows Balrog who the boss is by 
dishing out a serious portion of fireballs. 


\ 


▼ Vega displays some of his fancy 
aerial antics - bet that hurt! 
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Looks: 


Sounds: lll-i 
Well Hard:llllliF> 


Value 
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A few more steroids needed 


Movie 

TTiadness 



shark excrement 
when put into 
practice* let us 
examine the past 
evidence M*lord: 


BMX Bandits 
(1983) 

Who could forget a 
young Nicole 
Kidman showing all 
the lads how to 
table-top? Quite a 
few actually! 

Masters Of 
The Universe 
(1987) 

Macho Swede* Dolph 
Lundgren failed to 
give He-man any 
more life than the 
plastic toy he was 
based on in this 




Teenage 
Mutant Ninja 
Turtles (1990) 

A rare exception in 
the string of studio 
blunders, TMNT did 
to pizza sales what 
Michele Pfeiffer did 
to PVC catsuits. 

Super Mario 
Bros. (1993) 

Bob Hoskins donned 
the offensive 
dungarees and iffy 
moustache of 
Nintendo's multi- 




platform hero, say 
no more. 

Mighty 
Morpin 
Power 

Rangers: The 
Movie (1995) 


Arrgni we re going 
down! Mayday! 
Mayday! Dive! Dive! 
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Nine 



hard 



nine inch nails 






a 

all their 


gamers harder than granite will have their work cut out 
past the vast multitude of bosses in Tekken, Here is 
rundown on the full line-up of genuine head-cases, plus 



Agile, strong, and damn 
sexy to boot The vixen 
from hell will take you in 
her arms, stare into your 
frightened eyes, and then 
chuck you into the 
landing with a bang on 
your head. But we forgive 
her cos she*s cute. 




Armour 
Dastardly 
Doppleganger 

If you thought the original 
King was a pain in the 
rectum, check out his even 
more psychotic twin. 
Armour King will break 
both your arms and then 
bounce on your head - 
charming, I’m sure! 


Overweight Judo 
Man 

A cross between Ryu from 
Street Fighter and Cyril 


doesn’t fare too well in the 
agility stakes. However, if he 
gets his weight behind him 
and catches you unaware, 
say your prayers. 



Heihachi — 

Mad Neck Breaker 

The nutty Russian with the 
Bjork hair style may look soft 
as custard to the average 
bloke in the street, but if you 
expose too much neck to this 
weirdo he’ll throttle you like a 
chicken amidst some very 
strange trippy electric effects 
- what a buzz, man! 





Float like a butterfly, sting like a bee, 
Tekken bounds into the ring to happily 
take on all comers. Ryan Butt takes the 
commentators’ mike. 



or what a blinder! 
Tekken took us all 
by surprise as it 
socked all comers 
Into the next millennium 


on its import rounds. Now that the 
game has made it into the official 
swarm, it hasn’t eased up one bit - 
it’s still exceptional beyond compare. 


dainty females who kick like steroid- 
charged mules, and the obligatory 
nutter - in this case, some twerp in 
a tiger costume who growls and 
slurps a lot. It’s an impressive line¬ 
up, each fighter offering a completely 
different style and array of moves - 
none of this Ryu/Ken similar fighter 
bollocks here matey! 


Tekken isn’t like other beat ’em-ups 
in many ways. For a start it isn’t 
clogged down with unnecessary gore 
and spurts of blood to give it a hard 
edge, Instead it relies solely on the 
hard hitting blows and the ultra 
realistic recoils that come as a result 
- in many ways this is far more 
disturbing than seeing some 


unconvincingly severed. Another top 
feature is the control method; hard 
punch? Soft punch? What’s the 
bloody point of that? If you’re going 
to pound someone then surely every 
punch would be as hard as possible, 
and thankfully Tekken does away 
with this pointless control system in 
favour of four buttons that simply 
control each limb of the character’s 
anatomy. This system makes it 
amazingly easy to string constructive 
attacks together for dazzling results 
- killer combos just appear from 
nowhere and floor your opponent in 
a matter of seconds. 

The gathering throng of blood¬ 
thirsty avengers is a contrasting 
blend of regular Kung Fu geezers, 


Praise should also be given for to 
the simplicity of the game design, 
apart from a short intro you’re left to 
your own devices to get straight 
down to the nitty gritty task of 
kicking ass. There are no superfluous 
match-up screens and suchlike, just 
pick your prize fighter and get on 
with it. It’s prefect for the few frills, 
all action approach running 
throughout the whole game. 

Tekken really is totally enthralling, 
even if you lose, a few rapid taps of 
the start button and you'll be j/HI^ 
fighting again within a second. 

The difficulty level is what elevates 
this game to classic status in my 
book, it’s so finely tuned and 
balanced that this game instantly 
appeals to all ages. It starts off easy, 
needing no more skill than it takes 
to bash the joypad against your 
head to beat the early contenders. 
Then suddenly it switches and you 
find yourself locked in an energetic 
game of chess with your opponent, 
blocking and countering their every 
move. Which leads me nicely onto 
the bosses, how many do you think 
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If looks could 
kill then this 
game would 
have killed off 
Japan and 
inflicted mass 
genocide on 
Britain by now, 
but does Play 
give a Tosh? 
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• Publishen Sony 

• Customer support: o88i ^os soy 

• Expected price: £^14.99 

• Expected when: Now 


▼ Sofia treats the randy 
boss to his weekly fix of 
sado masochistic pleasure., 
or perhaps it*s just one of 
her special moves! 


ow. Check out those 
screenshots. This 
game’s Japanese 
launch helped the 
PlayStation kick the Saturn 
into touch on the Journalistic playing 
"eld. It looks wonderful. And looking at 
it again five months on, it’s still easy to 
see what the fuss was about. Battie 
Arena Toshinden takes 3D polygon beat 
'em-ups one step further bv actually 
incorporating a third dimension - this 
means that the gamer can actually 
outmanoeuvre their opponent by circling 
around them as opposed to simpiv 
advancing and retreating. Another good 
element is the range of weapons on 
offer. Each of the eight fighters boast 
their own uniQue brand of maiming 
device, whether it oe clubs, spears, 
knives. S'MO^ds. and whips - mmmmm 
the latter belonging to the 1 q«iA 
lovely leat''e'-clad Sonia, even- V 
sado-masochistic c'Md’s desire! 

Unfoaunatelv. it doesn’t take 


long to master the characters and work 
out all their moves in full. This leaves a 
game gifted in graphical wonder a little 
redundant. The UK version has been 
improved in the sense that the special 
moves are no longer accessed via the 
top buttons, making it slightly more 
challenging. Only slightly though. The 
lack of combos is a real problem, 
making it tough to string together 


decent attack patterns and this is a real 
boo-boo for a beat ’em-up. Shame really, 
because if more effort had gone into 
polishing up the gameptay by simply 
making sure there was more to it, Battle 
Arena Toshinden would have been a 
blinding piece of software. As it stands 
though, it will always go down as being 
the best looking beat ’em-up ever... 
shame about the gameplay! 
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Duke as he runs 


A Fancy footwork from 
rings around tiny Ellis. 


▼ Gaia obviously over-indulged on the 
old lagers, that’s one major barf! 
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verdict 


teen the 


eviews and 




they 


compai’®? but 


how can 


games which 


all 


W- 


hat we’ve got here is a collection of games that combine the 
same theme with different executions. Some of the titles bound 
forward in terms of technology and sophistication, others bask in 
the glory of others by attempting to emulate them, and then you’ve 
got the slackers, the games that have continued to evolve at a very 
steady pace, offering nothing particularly new to the genre. 

If you take the five games on display here and break them down, they’re all good 
in their own way, but they appeal to different people, here we examine who would 
buy and more importantly, play games like this. 


essentially beat 


enHips differ 


so 


figliting 


fighting right? 


Wrong actually! 



Zero Divide 




e. 




k 


Street Fighter II 
The Movie 


Arguably, SFIts date has well and 
truly expired. Us journos remember 
a time when even the merest 
glimpse of SFII on the cover of a 
mag was guaranteed to shift a 
zillion copies. Nowadays though, it’s 
a different story entirely. Half of the 
gaming nation want the latest high- 
tech wizardry generated by the likes 


Ha! Zero future more like! As our 
box out displayed, robot beat ’em- 
ups never work and anyone who 
thinks otherwise is talking straight 
out of their arse. 

For a start robots don’t bleed, so 
anyone wanting full throttle gore will 
snub this in their droves. Also, I could play this game for hours and 
come away not being able to remember any of the character’s 
sodding names. Personality goes a long way in a game, and Zero 
Divide has none. In its favour, it will impress with its visuals and 
sonic sound effects, but it plays nowhere near as well as Tekken 
and suffers considerably because of a lack of impressive moves. 

► P/a/s recommended audience: Folk with more money than sense. 


Battle Arena Toshinden 


of Virtua Fighter and Tekken, and the once loyal elite following of gamers that 
stuck with the series through thick and thin and were dumb enough to fork out 
for three versions on the SNES, have deserted the stable and wandered over to 
the Mortal Kombat throng for the more accomplished zD beat ’em-up gamers. 
However, although not quite as groundbreaking as it once was, Capcom have at 
least bucked up their ideas and steered the dynasty ahead with their movie 
game, even it is almost identical to the Super Turbo version, SF fans will enjoy 
this latest instalment, but fans of the film won’t - although this is mainly 
because there are no fans of the film. 

► Play's recommended audience: Crap film buffs and young, loyal fans. 


This was the game thrust the 
PlayStation’s capabilities into the 
limelight and urinated on the 
graphical inferiority of Virtua Fighter, 
even though it obviously drew its 
inspiration from it. Unfortunately, the 



gameplay doesn’t follow the same high standards set by the 
graphics and so the phrase 'all mouth and no trousers’ springs to 
mind. The motley crew of fighters will appeal to most audiences 
and the inclusion of weapons is a vital plus point in its favour. 
What’s here is good, but it’s too basic for accomplished fighters. 
► Play's recommended audience: Beat ’em-up novices. 


Mortal Kombat 3 


Tekken 


mm-00 


31 




Proving that the zD beat ’em-up market can still survive as long as fresh ideas 
are poured into it, MK3 is exactly what a great fighting game should be. Riled 
to the brim with exciting new characters, combat moves, secret personalities, 
and those all too important Fatalities, it will keep fans of the digitised gore-fest 

happy as pie whilst continuously 
attracting new Kombatants to the 
genre at an alarming rate. In short 
this is top-notch value for money 
and will appeal to everyone apart 
from easily offended turds, and 
kids too young to understand that 
the violence is all make believe. 

^ Play*s recommended audience: 

Absolutely everyone and their cat. 


IP 








M 


Although this appeared after Virtua Fighter set the standards for 
others to follow, it is still an exceptional game that easily 
outshines Sega’s effort and the PlayStation is the ideal niche to 
expose its glory. Tekken is the kind of game that anyone can 
pick up and enjoy, but only the most gifted of beat ’em-ups 

addicts will progress through to the 
challenging bosses. The control system is 
the most responsive and effective seen in 
a fighting game and the endless array of 
devastating combos means that the gamer 
won’t get even slightly bored this side of 
the year zooo - probably! 

^ Play's recommended audience: 
Dedicated beat *em-ups fans, and anyone 
looking for a challenge. 








53 



magazine November 1995 




























































PLy^v magazine November 1995 


You wanna get 
Loaded? You 
wanna be 
free, to do 
what you 
wanna do? 
Asam Ahmad 
puts on his 
balaclava, 
picks up a 
flame thrower 
and argues his 
point of view... 








# Publlshen Gremlin Interactive 

Customer support 01142 ^^3 423 
Expected prte: £44 99 

Expected when; November 



ant some real action? 
Don’t care about 
rules? Loaded is one 
game where the rules 
are few and the action is 
plenty. The plot behind the game is 
rather simple, but also rather depraved. 
Rather than being the good guy, you 
actually play the role of a bad guy. Eh? 
Come again? Yup, this is a twisted world. 
Six of the world’s most hardened psycho 
criminals have been imprisoned in 
a world full of malevolent, 
mutant miscreants. The 
man responsible 
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for this 
demonic 
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incarceration is a sad Elvis wannabe with 
a black-hole for a belly. The reason for 
this act? Well, it’s just a test really, to 
see if the poor crims can make it 
through the dungeons to find FUB (the 
evil one) and possibly freedom... 

You take the role of one of the six 
warped individuals. These guys are like 
something out of a freak show. Worse! 
Anyway, you must 
basically blast everything 
in sight, finding keys, 
progressing through the 
levels, collecting power- 
ups for you weapons, all 
the time minding your 
energy to make sure you 
stay alive. The game 
plays from an overhead 
viewpoint, kinda like that 
old classic Gauntlet, but 
instead we have 
wondrous 3D graphics 
courtesy of the 
PlayStation. The levels are incredibly 
detailed and the graphical effects are 
superb. For example when shooting, the 
fire from your weapon even lights up the 
surrounding area, and some of the 
special effects on the ‘smart bomb’ 
weapons such as the ripple-quake, are 
really very impressive. 

To add extra mayhem to the game, 
Loaded features some rather charged 
soundtracks to spur you on in your 
kamikaze mission. Pop Will Eat Itself 
feature as well as other artists, which 
will please many indie fans, but 
music won’t be everybody’s taste. 



Theiules 


are few 




IS 



hot 



Curiously though, the noise pollution 
adds a more maniacal mood to the 
whole game - In fact, wasting a gaggle 
of nasties to the ear-piercing 

is, I have to admit, 
actually rather err... fun. 

Playing Loaded is a great way to 
unleash tension. Blasting the living 
daylights out of everything that moves, 

and even inanimate 
objects. Is very 
therapeutic, after a 
hard day in the Play 
office. The game really 
comes into its own 
when you play in two 
player mode, though. 
This adds to the 
strategic elem* _ _ 

somewhat, allowfUg^ 
you to employ cunning 
tactics to take on 
some of the han 
baddies (or should 
that be goodies?). Loaded also has a 
four player mode which is enabled when 
two PlayStations are connected via the 
serial link-up option. Playing in this 
mode can get rather confusing with so 
much happening on the screen at once 
and everyone blasting away 
simultaneously, but this adds perfectly to 
the complete deranged chaos that 
Loaded already is. 

The thing with Loaded is the fact that 
there is little variation in gameplay. This 
can be a good thing in some ways, but 
after spending some time on the game, 
it does start to lose its instant appeal. 




Are these 


Butch 


guys psycho 


or what? 




Butch is a 
wierd guy. With 
no wardrobe of 
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L oaded is full of 
deviants. Not 
least of all the 
characters you 
choose from... 


his own, this 


guy is prone to 
cross-dressing. 




Vox is a bit of 


a vixen. She 


can turn 
around your 
desire and 



Fwank 




guy IS 


incredibly 
warped. All he 
cares about is 




means 

business. He carries a flame 
thrower. Mess with him and you 
mess with fire... 


destroy you with the power of 
your own adoration for her. 


Most definitely a callous 
female, not to be messed with. 


his teddy bear. Stand in his way 
and you're destined for demonic 
destruction. And he dont care 


one leetle bit. 
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This guy is 
ruthless. Either 
you're on his side or you're not 
Personally, I'd rather not mess 
with him - he's got more than a 
bit of an attitude problem. 


he is. Related Ift ' ' 

to a simian IBlillHHfli 
somewhere along the line, this 
creature is a rather large infant 
with absolutely no manners, but 
lots of animal instinct. 


person at a i ^ 
nightclub, 

Bounca has experience loads, 
but learnt nothing. There's no 
point at all in trying to reason 
with this guy. 




















































Green haired 
moppet* 
massacring 
mayhem? It 
can only mean 
the return of 
them loveable 
Lemmings. 
Play reaches 
for the Nuke- 
’em icon. 







A Ever wondered what an 
extreme close up of a 
Lemming looks like? 


▼ What a result, only one 
solitary Lemming kicked 
the bucket - poor sod 



mBm 



Publisher: Sony Interiictive 
Customer support: oiv 
Expected price: £^4-99 
Expected when: Out Now 


hat's short, green haired, 
stupid and suicidal^ yep, 

Aw*re 

back to run riot on the 
next generation consoles. 
They’re more annoying than ever, but 
sadly that’s not good news. 

It’s a Lemmings game y’know assign 
tasks, solve puzzles, prevent massacres. 
It’s been tweaked a little gameplav-wise. 
but the real change here is the view. As 
the title says, this is Lemmings in and 
this means the option to enjov zooming 
in, rotating around and all but flipping 
the action upside down. 

Quite who devised this devilish 
concept is anyone’s guess, but If it 
sounded good on paper, it falls flat on 
its arse in practice. 

The main problem with ?0 Lemmings 
is that the gameplay is drowned in over- 
exuberant graphics which add confusion, 
rather than an extra dimension, to the 
complexity. The end result is that you 
spend as much time worrying about 
which angle to view the next problem 
from, than actually tackling the 


immediate problem itself. 

At the end of the day, 3D Lemmings is 
mutton dressed as lamb, or an ageing 
Hollywood starlet who splashes out on 
the silicone and the plastic surgery to 
hide the fact she’s the same old haggard 
tart of many years before - which is 3D 
Lemmings in a nutshell. 

One thing you can say in its favour, is 
that it is one tough game. There are 
hundreds of levels to conquer, which is 
great, if you like being driven near 
insane, that is. And, to be fair, there are 
die-hard Lemmings nuts who will 
probably get a lot out of this 

The rest of us though, will enjoy the 
graphics and the chipmunk-style samples 
for a while but find that it soon 
becomes too much and you stad to 
crave tor the simpler things in life tike 
chocolate cake, BnyWiitch and most ol 
all. the original Lemmings. 
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A No, this isnt a stark 
portrait of a World War II 
Lemming concentration 
camp. The little blighters 
are just 

from their fat>bottomed 





Looks: 

Sounds: 

Challenge: 

Value: 
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Nice idea, but not for me 
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A Get dunkin* with some real acrobatic aei 
Slam on the turbo and watch your men go 


▲ This is no time for a 
score the ball will you 


istics demonstration. Just 
Mr Ewing?! 
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looking, fast-flowing full action game. 

Sometimes, the it can be a little difficult 

to keep track of, what with the power- 

ups and Hot-Spots, and sheer speed. 

Spend time playing it, however, and it 

soon becomes more accessible. If you 

don’t like the power-ups and Hot-Spots 

options, you can turn them all off in the 

Tournament mode, to leave you with 

« 

just the very basic basketball game. 

This PlayStation version is superb, 
and I can’t fault it from the coin-op. It 
has big digitised player heads so you 
can see who your player is and the 
commentary actually announces who 
has the ball! Those of you who aren’t 
avid sports fans might not like NBA Jam 
T.E. as it’s not the kind of game you 
can instantly master. However, to add a 
little variety to your collection, this 
game is definitely worth a look. 
Basketball fans will love It. 
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A He’s on fire! Shoulda scored 
Spot though, that would have 


that six point Hot- 
clinched the game. 
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lam! 

Whoosh! 

It’s in the 
net! The 
competition was 

scarce but Striker *p6 has done the 
necessary to instantly become the 
PlayStation football champ. 

It’s hardly surprising though, just look at 
it - if the sizzling looks don’t boot you into 
touch then the fabulously fluid gameplay 
is bound to get you going. 


With only Konami’s commendable Goal 
Storm to out fox, it wasn’t exactly the 
competition of competitions as far as 
establishing the best of the bunch, but 
after playing Striker *p6 solidly for days on 
end I got the impression that it’s going to 
take something pretty damn spectacular to 
tarnish its reputation, 

I remember playing the speedy, yet 
incredibly jerky 3OO version days before 
the PlayStation version emerged and 
thinking ’’What a load of old doggie’s 
excrement!” As a result my hopes for this 
to become the definitive PlayStation footy 
game weren’t high. Some hasty loading 
later and it was a completely different 
picture, for I had become a drooling foul- 
mouthed junkie whose fix consisted 
entirely of obliterating allcomers on this 
marvellous new game. 

All the traits of the 16-blt original are 


here, albeit virtually unrecognisable 
beneath the fantastically lavish upgraded 
presentation. 

Options are plentiful and offer the usual 
assortment of tournaments and cup 
games. Depending on your selection you 
then go on to pick one of literally 
hundreds of teams (complete with real, 
albeit slightly altered player names) and 
match options. Time, weather and pitch 
surface are all negotiable depending on 
your preferences, and there is even a 
quick start option if you can’t be bothered 
with all the hassle. 

The game’s only real glitch then rears 
its ugly head - it isn’t quite so apparent 
in the first few games but after that you’ll 
curse its very existence, and that is the 
long loading sequences. Those Itching to 
get straight into the action will be left 
staring at the Striker *p6 logo for a minute 


















or so before the game kicks off - it 
sounds petty but It is a pain in the arse! 

No detail has been spared to ensure 
that the maximum football experience 
prevails and for their sins^ Rage even allow 
you to see the players emerging from the 
tunnels, their pre*tnatch kick abouts and if 
yuu’re really keen you can even listen to 
tne national anthems - any sane 
individuals can be spared of these 
somewhat dubious bonuses though. 

Once the games kick off. anything is 
possible. Four different kinds of kick can be 
accessed as well as curvy aftertouch with 
the strength determined by power bars. 
Even dirty players can get their kicks from 
the various yobbish traits including 
straightforward sliding tackles and Cantona- 
style lunging kung-fu kicks that have the 
potential to take out about five players at 
once. Resorting to these drastic measures 


usually results in severe reprimand from the 
eagle-eyed ref, who, if timed correctly can 
be taken out by a well-placed shot. Unlike 
the original Striker, scoring isn’t a 
predictable affair, the real scorchers come 
with skill and crackerjack timing. 

The way in which the pitch is viewed, 
and the fact that the scrolling is silky 
smooth and ultra fast, means that the 
action seldom lets up for air. 

The product is lovingly polished off with 
an array of different camera angles and on 
the spot commentary courtesy of football 
guru Andy Grey, who contributes such audio 
delights as “Ochl That was a crunching 
tackle!” and ”Oh what a magnificent 
effort!” Nice one Andy! 

So the big question now, is it console 
footy perfection? Pretty damn close matey. 
Obviously there is a lot to come but until 
that time. Striker *96 rules OK! 


A As Andy would say *‘Och! tfs a 
fantastic Goal! The goalie never stood a 
chance.” 





verdict 

Looks: 

Sounds: 

Hoofability 
Value: 

89 % 

Can you kick it? Yes you can. 



on 
n 




never go out of 
play. Well, what 
Striker game 
worthy of the 
name could be 
complete without 
it? Whilst messing 
around with the 
options we found 
this very one 
tucked away in 
Striker 'p6 and it 
plays better than 
ever. So if youVe 
mastered all there 
is to learn in the 
great outdoors, 
get yer plimsolls 
on and take to the 
wooden-tiled 
indoor pitch. If 
you thought it 
was hectic in the 
open, you ain’t 
seen nothing yet! 
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Info-freako 
flight sims are 
history. 
Inaccessibie, 
gobbiedygook 
manuais and 
incomprehens- 
ibie control 
systems no 
more! Play 
bears witness 
to the re-birth 
of the combat 
flight sim, Ace 
Combat. 


ith PC-based flight 
sims you get double 
the trouble. Not only 
the fun of system 
configuration but also the 
joy of having to wade through a 
doorstep-thick manual and a maze of key 
controls before being able to play to a 
reasonable level. The Namco-designed 
Ace Combat nukes this approach, thank 
God, and is instantly accessible. It may 
not be as realistic as other flight sims, 
but it is a hell of a lot more enjoyable 
for those who are more interested in 
missiles than manuals. 

After all the usual stuff, choose plane, 
get briefing, etc., etc., it’s shooting things 
time. And it’s fun, for a while. There are 
precious few options to master - a map, 
guns, missiles and your throttle, and it 
certainly looks good, although in more of 
a cute girl down the pub way rather than 
in a mind-blowing Baywatch star in 
dodgy Penthouse pics special (ahem). 

And to help out there’s a co-pilot to give 
you signals about incoming missiles, 
whereabouts of another craft and your 
all-important altitude level. 

All well and good. But here’s the 
catch, it’s just a bit too simple, y'know, 
fly from A to B, shoot C and D, dodge E 


and hear the words 
‘mission accomplished*. 

True, on later levels it’s 
more a case of fly from 
A to B, shoot C. 0 , E, 
and F, dodge G and H 
and hear the words 
‘mission accomplished’ 
but. well, it’s all a bit 80s 
isn’t it? Hey, it’s great that 
it’s easy to get into, but 
couldn’t there have been a 
bit more to, well, get into? 

Adding insult to injury, the 
split-screen two player option 
detracts from the game’s good 
points - the looks. Shame really, 

Ace Combat is a massively good 
game that didn’t actually get to happen 
Roll on Ace Combat 2. 
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Looks: 

Sounds: 

VSariety: 

Value: 
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ow next gen do you 
expect your next gen 
games to be? Do you 
want 3D polygons and 
arcade perfect racers, or do 
you want lame old 2D shoot ’em*ups 
that look like SNES rejects? If the latter 
appeals to you then Rapid Reload is 
right up your crevice. Lacking anything 
even remotely resembling next gen, we 
ask ourselves "Who would possibly buy 
a game like this?". 

If the truth be known though, behind 
this dust ridden, cobweb-strewn exterior 
lurks the kind of sweat-inducing action 
that made shoot ’em-ups a national 
institution oh so many years ago, and 
this is something of a rebirth. Do stress 
the ‘something’ though. 

The action centres around two young 
anime-style scamps, Axel and Ruka, 
who’re out to uncover the truth behind a 
sacred stone, and why evil forces are 
desperately trying to obtain it. Even 
though they look no more than 12 years 
of age, both wield an unsightly arsenal 
of firepower which rips through anything 
that dares venture onto the screen 
within seconds. With their guns and 
attitude. Axel and Ruka must storm 
through six stages to confront the boss 
of all bosses. See, it even sounds like a 
SNES game, doesn’t it? 

Graphically this game is years behind 
Its PlayStation counterparts. Hey, it’s a 
2D shoot *em-up after ail, but don’t let 
this necessarily put you off. Rapid 
Reload boasts fast, frenetic gameplay. 
The variety and ferocity of the firepower 
makes for compulsive maiming action, 
and even if the levels aren’t the most 


varied ever seen in a shoot ’em-up, they 


offer enough challenge to keep the 


er gripped. Trouble is, there’s only 


nough there for the grip to last a 


ys. Longevity is a problem, and is 


ly just enough of one to stop us 


mmending this to anyone but the 


most avid shoot’em-up nut. Unless, of 
course, you’ve just won the lottery in 
which case snap up a copy today. 




ill 
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Publisher: Sony 
Customer support: o88t 50s sos 
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More guns than Terminator and bigger explosions than Die Hard, 
does Play have a winner on its hands? 





▼ Captured on film, the fir: 
evidence that ideas for next 
gen games are 
running scarce. Behold, the 


mine cart 


L 



Could use a rapid rethink 
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Ryan Butt has 
his adrenaline 


* 


pumped, his 

heartbeat- 

raced and his 

breakfast 

vertically- 

challenged by 

Sony’s’ 

screaming 

new racer, 

Wipeout 



Publlshen Sony Interactive 

Customer support: 0151282BI) 
n Expected price: £210 4 S 
^ Expected when: Out now 


N 

H 


▼ With a nitro boost on 
standby, this tunnel seems 
a likely place to overtake. 



ipeout has no room 
for personality- 
challenged Mansell 
and Hill-wannabes, just 
for speed-driven speed- 
freaks who understand that swooping 
past the chequered flag in first place 
cannot always be achieved by going 


strictly by the book. Forget wheels, hell, 
forget Ridge Racer, to tune in to Sony 
Interactive’s (they used to be Psygnosis 
for those who are interested) unit-shifting 
show-stopper, think futuristic, think anti¬ 
gravity racing, and more importantly, 
think guns. This is mad. bad, fast and 
dangerous to love, and love it you will. 
It’s an early PlayStation release (by the 
time you read this it should’ve been on 
sale for a good couple of weeks) but it's 
no rush job and the Liverpool lads 
couldn’t have got off to a more 
spectacular start - Wipeout has all the 
elements needed to become an instant 


classic. It's like f-Zero on the SNES - 
groundbreaking - and shows just what 
the PlayStation can achieve. Actually, sod 
that thought, this is miles better. 

The first thing that hits you about this 


game is the speed 
- no game on any 
machine, not even 
Bullfrog’s H/-Ocfane 
on a top of the 
range Gateway 
2000 P120 can 
match the 
immense velocity 
of this at full pelt. 

Putting the 
drool cup away 
and getting down 
to the nuts and 
bolts (assuming 
you haven’t 
already dropped 
the mag and 
rushed off down 



sorted. 

Actually, as far as 


Single Race and 
Time Trial options 
are a good bet, 
allowing a full 
choice of courses 
to kick in. Get 
the notebook out 


layout. Practising 
is always the 
boring option, 
but this is kind 
of game that 
makes you think 
about how to 


the shop) Wipeout 

offers two racing categories to master. 
First up is the Venom class, which offers 
six extremely varied courses complete 
with jumps, tunnels, and split roads. 
You’re up against seven rivals (evil sods 
they are too) and you must finish in the 
top three to progress. Do this, and you 
qualify to race in the major league Rapier 


shred seconds off 


your best times ready for championship 
competition (yes, even set fifty years into 
the future, race games are still based 
around championships.) 

Very little can be said about the 


game’s appearance apart from “Slap my 
bare buttocks with a wet kipper if that 


Isn’t 



ame 



64 


class. The tracks on offer here 
are basically the same as in 
Venom except that the 
backdrops are slightly 
different and they’re raced at 
double the speed - which, 
once you’ve played Venom, is 
a scary thing to comprehend. 
What, twice as quick? 

Getting to grips with the 
controls is a painstaking task 
- you’re seemingly drawn 
towards the speed-hacking 
barriers like a child to dog 
muck at first. However, this 
isn’t your average racer, and 
once you get your head 
around the craft’s inertia and 
control system you’ll stop 
screaming and start dribbling 
with lust again. For god’s 
sake don’t let it put you oft, 
a bit of practice and you’ll be 


to date!’’ These are the kind of super 
smooth graphics I’d happily dive under a 
train for if it weren’t for the fact that 
Mystic Meg told me PlayStations are 
apparently very hard to come by ’on the 
other side’. Bummer, eh? 

The high-paced cosmic trance 
experience is completed with the 
supersonic techno vibes, very kindly 
supplied by the likes of LeftReld, Orbital 
and The Chemical Brothers. 

Ridge Racer has been out for ages on 
import and, well, compared to WipeOut, 
is beginning to look dated. 

WipeOut is sophisticated and is eon- 
swallowingly challengening. It obliterates 
the competition. Hell, why not buy 
another PlayStation to link-up against a 
mate - I guarantee that you’ll have more 
fun locked away with this than you 
would spilling pints down the pub on 
Karaoke night, even if it is somewhere 
like three times more expensive. 
















Rockets - A straight 

Missiles - Like the 

projectile that causes 

rockets except these 

your opponents to 

have a heat seeking 

spin uncontroUably. 

capability. 
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Best thing 
since 

International 
Superstar 
Soccer... or 
just a load of 
over-inflated 
balls? Ryan 
Butt takes to 
the field. 



ew things in life are 
guaranteed, but 
Konami producing great 
soccer games is a racing 
cert... only thing is, we all 
know what that can mean - your ‘cert’ 
trailing home with its tail between its 
legs. Still, let's give it a chance. 

One thing is certain, whoever produces 
the first decent PlayStation football game 
is going to make a killing at the tills. 

Konami, the makers of SNES mega hit 
International Superstar Soccer, are lining 
up an official UK version of Winning 
Eleven, called Goal Storm, for later In the 
year. When we found this out, it seemed 
like it could be the best discovery since 
Kevin Keegan saw David Ginola play. 

So, hearts a flutter, we thought we’d 
take a close look at the lap version. 
Winning Eleven, however, is no knockout. 
True it does pack a punch, but it’s the 



kind of girly punch that wouldn’t even 
worry P/ay’s resident pugilist, Simon 
‘glassjaw’ Lovell. And when the mist 
clears you think to yourself: “Hey, I 
could get better football from a SNES*’. 

What it is, is a full-on 3D polygon 
affair featuring players constructed out 





of shapes running around a pitch that 
swivels around and if that sounds 
confusing, well so’s the viewpoint 
employed. It’s not the kind of game to 
play with a hangover. 

The action can be observed from three 
different perspectives (close and far 
angled overhead and a lower down side- 
on view), but the zoom Ins and swirly 
effects come into force automatically. 
That’s it really, the rest is pure bladder- 
walloping action...kind of. 

OK, this Is where I start moaning. 
Admittedly, I had pretty high expectations, 
but I was still pissed off about this game 
not living up to them - and one of the 
reasons for that was the typically arcade 
feel to the play which makes for 
predictable methods of scoring and, 
worse still, results in the game turning 

M With the choice of taking a long or 
short ball tension is mounting whether 
Grampus can capitalise on this comer. 
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magic at every conceivable opportunity. 

Winning Eleven offers the gamer the 
chance to compete in tournament and 
league games with one of the 14 ]-League 
teams on offer, but these only prove to 
be challenging for the time it takes to 


Top intro 
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J ust to get you into a 
tip'top bladder-belting 
mood. Winning Eleven 
kicks off with a stunning 
intro featuring acrobatic 
players, and sizzling 
polygon animation. 

Check it out for 
yourselves people. 


Looks: 

Sounds: 

Kickability 
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Arcade soccer made difficult 
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says play Ridge Racer, 

K, OK, so if you’ve 
read the Wipeout 
review (page 64, if 
you haven’t) you’ll 
know that we reckon it's 
got the edge on Ridge Racer. Shock, 
horror, tar us all with feathers etc. 

Don’t worry, the king of the arcades is 
still a prince amongst the £50 a time 
thieves sitting on the shelves marked 
‘PlayStation games’, it’s just that 
Wipeout is a speed monster (and 
there’s also a two player option and 
more than one track, which helps). 

Arcade-perfect? Ish. The chopper’s in 
there but there are only two views not 
four and well, do you really actually care 
whether it’s arcade perfect? We’re talking 
small grey £300 box under the TV here, 
not massive great £3,000 coin-gobbling 
cabinet. And, well, it is anyway, near 
enough. Which is a good thing. 

Regrets, regrets, or, rather, moans, 
grips, complaints, whines, grouses, 
grumbles, bitches - well yes, one 
sodding track! It doesn’t matter how 
many little variations there are, 
backwards, forwards, mirrored tracks, 
whatever, it’s still only one sodding 
track. And not adding in a two player 
option is unforgiveabic. 

Options-wise, there’s a choice of four 


and six sound tracks, ^ 
but you can also whip 
the game CD out and put 
one of your own in {Oasis 
is good), which is by far 
the best way. 

Also, if you’ve got one of 


then this is the game for you. 
Without one, 
steering is a jab I 
the car around I ^/jA 
jerkily in the I * 
right direction I n-j.03 
process; with I 
one, steering is 
a smooth faCiBl# 

twisting of the 
grips. Top stuff. I 

And the I 






01/02 











Quibbles 
aside, it’s 
fantastic. 



verdict 


Looks: 
Sounds: 
Twisty Pads 
Value: 


Hat^d 

then. 
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Publishen Team 17 
Customer support: 01924 271637 
Expected price: £39.99 
Expected when: November 



his game is incredibly 
bad. Very, very, bad. 
My reasons for this 
instant assassination? If 
ever there was a game that 
could break up friendships, result in 
people abandoning their day-to-day 
work, split up couples, this is it. I can*t 
stress quite enough how horribly evil this 
game is. dammit! 

Worms is a mad game about a bunch 
of military worms that are hell-bent on 


playing against the computer. It's not 
easy or hard, it’s just that the computer 
doesn’t really have much in the way of 
reaction to your strikes and as a result 
can be quite boring. However, add one 
or more (up to 16) players and you really 
do have one of the best, and most 
addictive strategic war games ever. 

Worms is played over a massive range 
of randomly generated landscapes, with 
numerous hazards and obstacles littered 
all over the shop. This means that every 


time you play the game, you are 
presented with the unknown. Your team 
of worms is randomly scattered around 
the landscape, often in ridiculous 
positions, but it is your task to navigate 
your worms into cunning positions that’ll 
allow you to blast your opponent but 
leave yourself safe. This is often harder 
that it seems, making the game 
incredibly hilarious on occasions as your 
devious plans often backfire, leaving you 
with your own worms maimed or killed. 
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of wits 


The wornij nave cute squeaky voices, 
making them very endearing. Hearing 
them shout “stupid” when you manage 
to injure them is hilarious. This adds to 
the cuteness of the game. The graphics, 
despite being small, are perfectly drawn. 
Not since the original Lemmings, have so 
few pixels enamoured so many. There 
are also several fully rendered intro 
sequences which comically show the end 
results of your possible attacks. 

The main thing about this game is 
that it’s not so much the worms you are 
playing with, rather the other human 
players. As a result, this game turns into 
a devious game of wits. The strategic 
element is something that comes after 
playing for a little while, but you can 
also configure your weapons so that you 
can alter the emphasis of the gameplay. 
The time limit you have to make your 
move can also be changed, altering the 
whole approach to the game. Choosing 
which weapon to use and aiming it 
properly involves a bit of thinking 
though - so. take too long and you’ll be 
taken out of contention as you miss 
your ever vital turn. 

Worms, ultimately, is a brilliant game. 
Not for what it actually is, but for how it 
plays. Tht idea is incredibly simple, but 
the way In which it is executed allows 
for untiifHted variation in gameplay. 
Playing with a group of people is 
definitely recommend, as in the Play 
office, where endless hours have been 
spent, er, reviewing the game. But be 
warned though, tempers can get more 
than a little bit frayed as you annihilate 
your all your friends and colleagues with 
cunningly timed air strikes... People can 
be dead touchy at times - and about 
the smallest things! 
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A Ginger and Jasper manage to avoid a 
particularty nasty airstitke and remain 
with their health completely In tact 



I see Phil Is adopting his *lhe Gmat 
ismpe* method of surviving. 



Looks: 

Sounds: 

Conflict: 

Value: 



OD 




Msyed 92 % 


n 



A re you cut out for some wormy warfare? This game 
ain't for wimps. In order to wipe out your opposition 
you will, of course, need to master your weapons. 

There are several different categories, and you must 
use them all tactically. 

Long range attack weapons 

These are things like homing missiles, grenades, air 
strikes and cluster bombs. You only get a limited 
supply, so sometimes ifs best to use them nearer the 
end of the game for a short sharp victory. 

Short range attack weapons 

Uzis, shotguns, fireballs and even sticks of dynamite 
can be used to good effect when in close proximity of 
the enemy. For close hand-to-hand combat you can 
even use dragon punches or simply prod the enemy off 
a useful overhang. 

Yellow fella chicken moves 

These are defensive moves to try and hide from your 
enemy, known in the Play office as a *Phil King* (Phil is 
dep ed. of our sister mag, X*Gen.) Teleport away, dig 
into the ground or protect yourself with a girder. These 
kind of moves can be seen to be cowardly, but use 
them to good effect and you can secure victory. 

Other curious manoeuvres 

Need to find somewhere to position yourself more 
tactically? Try a ninja rope to swing into position, or 
perhaps use a cunning exploding sheep or a banana 
bomb to screw the opposition. Or, our fave, a kamikaze 
move that does an immense amount of damage, but 
ends up killing your worm as you fly head first through 
the scenery and off the screen! 
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Play is 
knocked out 
by this near¬ 
perfect boxing 
sim, but does 
a near-perfect 
boxing sim 
make for a 
near-perfect 
game? 
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Publisher. Nou 

Customer support No UK numbor 
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▼ A sparring partners-eye 
view of our boxer moving 
in for the kill. Grrr. 


J 


ad. but true, no 16-bit 
boxing game was 
exactly anything yot. 
could call realistic. A bit 
of a laugh, maybe, but 
power bars bear little resemblance to 
pain thresholds and bloodied noses, and 
being able to see the end coming via 
some graphical device doesn’t reallv 
make for the most thrilling simulation in 
the world. 

In Bo\er'< /voad. that simply isn’t so. 

It’s about as complete a simulation of 
boxing as you’re going to get. Right 
down to the fact that when you go 
down, you get no warning, it’s last. bang. 

^_ land a stormer 

and 

other 

on the floor. 

viHIIHVHmiV To 

mm you 

Ip personal details of 

your boxer, setting 



^ netgnt. Diooa group. 
m hair style, age 
■ andthen the computer 
I generates vour weight, 
slotting your slugger 
neatly into one of the 
many fighting classes. 
Then, through, plotting a 


meal schedule and training plan you can 
build up vour man’s relative stats and 
even add a few pounds. Being a sim, 
there are more than a few stats to look 
after, including laeep breath) endurance, 
rush strength, swav speed, sharp power, 
heavy power, lifedT, stamina, stamina 
rate, footwork speed, punch speed and 
tiredness. Phew, enough to keep even 
W ViOtivator on his toes. Training-wise 
,ou can opt for a combination of nine 
Oifferent sessions including interactive 
soarring. Training is important, for if you 
oon’t make the right weight, the 
computer won’t let you fight. Screw up 
twice in a row and it retires you, which 
is bang out of order in our book. 

As much attention has been paid to 
the in-ring action too, with all eight 
iovpad buttons employed to allow jabs, 
hooks, crosses, upper cuts, dodges, 
sways, taunts and blocks. Boxer's Road 
has one of the best control systems 
we’ve ever seen, and as you can see 
from the shots, looks seriously 
impressive from whatever view you play 
it. 

In the end though, it can either 
become a decent enough two player 



A Honest, this is an in-game shot. The 
differing views in Boxer's Road are 
superb, although not always practical. 
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A A double-tap on the d-pad results in a 
quick sidestep, just like this in fact. Now. 
step in and bang him one. 

punch up, or a time-intensive, one-player 
career slog that really eats Into your 
time and eventually becomes more arrd 
more frustrating. 

And really, on import, unless you 
speak lapanese, that’s where Boxer’s 
Road falls short of greatness. 



A Ah, remember the days when all 
boxing games looked like this. Thank 
god for the PtayStationJiC|^tffl?^lew 
one of the best against thr^ computer. 
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1 rest ling has never 
f struck a co/d in my 
heart, to me it's just a 
mass of over- inflated 


egos camping it up in a ring 
in front of an easily-amused audience. I > 
used to think it was a serious sport until 
I actually sat down and v/atched a few 
matches only to discover that a bar- 
brawl in that classic The Dukes of 
Hazard looks much more convincing and 
altogether less staged. 

Acclaim’s new WWF Wresdemania 
coin-oD conversion caoitalises more on 



'At * 
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coin-op conversion capitalises more on 
the over-the-top shenanigans rather'ljjj|i 
pretending that the action portrayed is^ 
actually real, which is probably why it’s 
the best wrestling game to date, albeit 
still a bit flawed. 

Taking on more of a traditional 
beat ’em-up feel complete with brutal 
punches, fireballs, and kicks, 
Wrestlemania makes for compulsive 
brawling action which consists of little 
more than smacking the crap out of your 
opponent with super moves and combos 
aplenty. However, the enjoyment doesn’t 
last long and once the harsh reality hits 
home that this has been done and 
played to death before, the whole game 
collapses in front of you. 

There are eight selectable panto 
dames on offer, although only four j 
appear on screen at once. The gamer J 
can either play with or against a frie^||| 
or if social intercourse is a problem Jnp 
can play with yourself in two conteflEg 
one player mode, Intercontinental 
Championship and WWF Championship. 
The differences between theJgiO are few 
and far between. This is when the game 
starts to take the piss as the gamer 
fights each opponent in turn, then two, 
and three at once, until finally all eight 
gang up for a bit of the action. This 
caused myself unlimited amounts of 
stress and annoyance as the gameplay 
got very clumsy and disjointed. 

It looks great, and in an ideal world, 
this is what wrestling should be all 
about - clubbing each other with 
baseball bats and setting fire to each 
other. However, this plays just like any 
other standard beat ’em-up. 

It’s not bad at all. but nowhere near 
as good as MK^ or Tekken. WWF fans 
will probably love it though! 
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Play waits in 
the wings as 
America’s 
answer to 
l»anto storms 
ihe consoles 
once again 
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Publisher: Acclaim 
Customer support: 0171344 5000 
Expected price: £39.99 
Expected when: December 1st 
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< if only the real WWF 
fighters got thrown so high. 
Watch that crowd cheer! 
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A Whoah. Not badl Talk about hot stuff. 
Thls\l got tho viewing figures up for WMf 
/Eatr on Sky - toichlng tho othor 
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Destroy! 

Destroy! 

Destroy! That’s 
the name of the 
game in this 
racer. Asam 
Ahmad discovers 
the real meaning 
of the phrase 
’nice guys finish 
last’... 



12 


14 


E ver seen Police! Stop!, 
Ever thought those 
crashes looked cooooool, 
in a Beavis and Butthead 
kinda way? One of the 
good things about 
Destruction Derby is how 
your car handles. The 
motion is so realistic and 
the car handles exactly 
how you'd expect it to. 
This means that you can 
test out your own crash 
hypotheses in 
Destruction Derby. 

Practice your angles and 
approach speed in this 
crash simulator and 
when you get on to the 
motorway you can ram 
your way through the 
lanes on a motorway, 
leaving yourself with 
barely a scratch. Get 
everything light and you 
can get full points by 
forcing the other cars, 
especially old grannies 
holding up traffic, off the 
road with a full y6o° 
head-wrenching spini 
Unfortunately get any¬ 
thing wrong, and, well 
you know what cm 
pen. So Pig/% 
to make sure 
tice, practice, practleSF^ 
Soon you'll be able to 
travel up and down the 
country at fiill speed 
with no hold-ups as all 
the slow people will 
either have to learn to 
drive faster or suffer the 
consequences! 

See, not only do we 
tell you which games are 
the best, Piay can solve 
this country's traffic 
problems. Stay with us, 
and next issue well 
show you how the world 
should work. 
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A full 360° spin! Thafs the only way 
to rack i^major points. Now, time to try 
out my driving skills for real.. 
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11th position with only two laps to 
go. Right! Ifs no more Mr. Nice Guy. 
Watch out scum, here I come... 
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Carrier. Did It say *l 


ise’? 


lA 






05/12 

c 

Tv 

f 




o 


..to 




* 


■I 




4 % 



And Damon Hill shunts his way 
through! Schumacher will not be very 
pleased with that manoeuvre. Murray? 
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Ram me will ya? Take that - 1*11 show you how hard I 

yoiir poor pink and yellow trasf 


n playf INi Nk at 
)bllel IVe wredeed ft you 
creature, you. 
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his isn't a race 
game, this is 
different. Forget 
■prepare to qualify’, 
forget striving for the 
chequered flag, the name of the game 
here is to go all out to destroy the 
opposition. Be evil, be nasty, be 
vicious.,.that’s really the only way to 
play this game. 

The main aim of Destruction Derby is 
not to finish first, it is to rack up points 
by knocking seven shades out of your 
rivals. This is done by pounding into the 
other cars from the side, from behind, 
wherever, just pound. Maximum points 
are achieved by forcing other cars to 
spin out through a full 360°. 

The basic game, Stock Car Racing, is 
a mean little racing game where ‘all’ you 
have to do is complete the circuits in 
one piece. Having mastered the skills of 
driving against a bunch of nutters, it’s 
time to exert you prowess over the rest 
of the pack in some devilish Wrecking 
Racing. This is not for wimps - more 
important than winning the race is 
making sure you take out the 
opposition at the same time. Cunningly 
timed, well executed nudges can ensure 
successful spin-outs. 

The best part of the game, however, 
after the preliminary rounds of getting 
your car (and your ego) crushed to the 
size of pea on the racetrack, is the 
Destruction Derby itself. If ever there 
was a free for all, this is it! Your car is 
dumped in to the centre of a circular 
arena, and your only directive is to be 
the last one standing, or rolling around 
very slowly with your doors hanging off, 
to be more accurate. This is no easy 
task, with a menagerie of crazed 
maniacs hurtling towards you at 
breakneck speeds - and there’s no 


escape. Running is no option, the only 
tactic here is to go all out and give as 
good as you get. Sounds very violent... 
and it is. (Grin). 

Graphically, the game doesn’t break 
any barriers (groan) - the variety of 
views is pretty comprehensive, and the 
level of detail is certainly good, although 
the game suffers from the odd bit of 
slow-down when tthe screen becomes 
crowded although this doesn’t detract 
from the game too much, it can be 
irritating, and isn’t really something 
you’d expect from a PlayStation game. 

The simplicity of the concept is 
perhaps one of the game’s strengths, but 
also a weakness that could, over time, 
detract from the game’s appeal. After the 
Initial adrenaline-inspired mania, the 
game can get a little repetitive. Despite 
there being various difficulty levels and 
divisions to battle through, the game 
doesn’t really change, apart from in the 
link-up mode where the addition of the 
human element adds a new taste of evil, 
and you really learn who your mates are. 

Ultimately, Destruction Derby is a 
good, ruthless game (note, not fantastic, 
ruthless game) just as you think you’ve 
managed to prevent 
yourself from being 
pounded into a pulp, 
along come the other ^ 

cars to put an end to 
your ideas about 
winning. The game 

dangles victory in front v||||V 9 R 

of your face and then 

rips it from you, with the 

snarly engines of the 

other cars sniggering at 

you to add insult to - - J ^ 

injury. It draws some sort I ( 

of animal instinct out of 

you. I hate it. I love it. > 
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Whkh way now? I 
know, follow the othen.^ 




Value 
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A She woift hhe you know. The ftiif' %z^ te 
return for your help wlU ghre you « power-up. Yippee! 


A Thb beast ju^ wM iret ^ve up Ire? linre It right and you win be able 
to bop hire eiM pour punch whteh you pich^ up from the foiry. 
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Publisher: Ubi Soft 
Customer support: 0181 9/^1 4004 
Expected price: £45'£50 
Expected when: Cktober 


Mellow out, guys, Rayman loves you. Play 
goes for a stroll among the flowers and 
discovers something of a hornet’s nest. 



n 16-bil machines, 
platform games were 
churned out a dime a 
dozen, this is one of 
the first for the PlayStation, 
and it*s quality. *Scuse the fawning, but 
who’d of thought that the first 
PlayStation games would be quite so 
colourful, bright and tranquil as this is? 
For the record, it’s also incredibly-hard, 
fiendish and addictive. Rayman, 
reckoned by our Si to be the best thing 
since Sonic, rates high in the cute video 
game character stakes, he’s so loveable 
in fact that, once conquered, some 
enemies chip in to help his quest. Quite 
how, you can find out for yourself. 

Help is needed. In all, there are 70 
levels to traverse, and they’re tough 
levels. It’ll be a while before you finally 
free all the poor Electoons imprisoned in 
cages by the evil Mr Dark and to free all 
of them there cute Electoons, you need 
to get past some serious bruisers. Aid 
comes in the shape of a fairy (I don’t 
know), who generously rewards Rayman 
with new abilities as he progresses. 
These include a punch, a helicopter 
jump and a cliff-hanging skill facility. All 
top platform fare, and all the better to 
reach parts of levels that you couldn’t 
get to when you first started the game. 

As you progress, light dawns on just 
how hard Rayman really is. Harder than 
downing 20 lagers, five vindaloos and 
still managing to stay on speaking terms 


with your lower regions 
first thing in the morning. 

Rayman might not use 
all of the PlayStation’s 
capabilities, but the ones it 
does, it certainly brings out 
the best in. 
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Looks: 
Sounds: 
Cocki ness 
Value: 
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Publisher: Sony Interactive 
Customer support: 0151282 3333 
Expected price: £39.99 
Expected when: Mov/ 


▼ As we said, it*s very 
pretty. Pretty good looking 
and pretty awful And this 
from the same publisher 
that brought you Wipeout 



ovastorm is a shoot 
’em-up from the old 
school it involves 
flying through several 
levels of rendered 
landscapes blasting everything that 
moves, including the customary end of 
the level guardian. 

The first thing that’s noticeable about 
it is the level of thought put into the 
graphics. Novastorm is a pretty game. 

The next thing that’s noticeable is how 
poor the game actually is. Novastorm is a 
pretty vacant game. After ten minutes, 
the initial blast-everything-in*sight appeal 
wears off, leaving you feeling very bored. 

A definite 
disappointment. 


Rayed 38% 


Pretty vacant 


Zeitgeist 



Information 
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Publisher: Taito 

Customer support: No UK number. 
Expected when: Now on import 
Expected price: £69.99 



Jumping Rash 


















information 

i Publisher: Sony Computer 
Entertainment 

i Customer support: o88t 503 sos 
i Expected when: Out now 
i Expected price: £44.99 
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T his cute novelty game takes 

the platform format to new 
heights as you step inside a 
large mechanical bunny rabbit 
to eliminate pests in outer space. 
Yes, I did say heights. Armed with insultingly 
large amounts of firepower and super springy 
legs, the gamer must bounce through six worlds 
collecting techno carrots and stomping on 
strange polygon insects. The 3D format is a 
refreshing twist on the old platform format of 
old, and the action is both grippingly addictive 
and surprisingly challenging. Smart. 
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particularly dull 3D shoot ’em-up that plays 
so badly you’ll be fumbling around for the off 
button before the first level is out. Zeitgeist is 
dogged by incredibly slow gameplay of a highly 
repetitive nature. There’s nothing on show that 
surprises, let alone amazes, and generally you’ll just come away 
feeling lost, dejected 
and completely fed up 
with your PlayStation. 

Stay away! stay away! 


Rayed 


Incredibly slow, highly repetitive ^ 
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Addicitive and challenging 
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Video games 
aren’t just all 
about looks 
and gameplay 
anymore. 
Software 
companies are 
recognising 
that music is 
just as vital in 
the overall 
playing 
experience. 

So, Ryan Butt 
decided that 
this was the 
perfect 
opportunity to 
indulge his 
second 

favourite past* 
time and write 
a music 
feature. 





















the funkmeisters whom penned the 
piping-hot vibes for Wipeout next month. 
But before the Johnny come lately glory 
boys arrive, in-game music was put 
together by a variety of unsung 
backroom heroes. Such a man is Mike 
Clarke, a top game musician by trade, 
and he settled down with Play over a 
pint or two to talk about his views on 
game soundtracks, and their importance 
in the overall playing experience. Mike, 
over to you my son... 

Play: How long have you been a games 
musician? 

MC; About five and a half years, 
including freelance work. My first game 
for Psygnosis was BilPs Tomato Game 
which was freelance, but when I finished 
college (B/TEC Computer Studies) I 
applied for a full-time job. As there were 
no full-time musicians at tlie time, 1 
applied as a games tester. I had 
previously done external j 

evaluation/testing for the con^any, and ' 
obviously just finished Bill’s Tomato 
Game, which I’m sure helped In my 
getting the job. It was while in that 
position that I started doing music and 
sound FX for new games that had just 
been taken on, so I suppose it was a 
natural progression to become a 
full-time musician. 

Play: What titles have you produced 
music for in this time? 

(Editor’s Note: By the time, Mike had 
finished listing alt the games he’d worked 
on. I was half-pissed and the tape had 
nearly ran out. There were a lot, 
especially on the Amiga. We’ve cut his 
reply to his most recent works to free up 
some more space.) 

MC: Well, Dracula on Mega CD, 

Lemmings 2 on SNES, the SFX for 
Sensible Soccer on Mega CD, 



Frankenstein on 
Mega CD, Super 
Dr op zone on 
SNES and lately 
Krazy Ivan on 
PlayStation (due 
Christmas). 

Mickey Mania FX 
on PlayStation 
(due next year) 
and Lemmings 
Paintball on 
PlayStation. 

^ Reckon you’ve 
got enough floor 
space to house 
this mutha? If 
cost isnl 
important then 
this Sony KV-32 
widescreen is the 
ideal bit of kit to 
plug a new 
PlayStation into. 



feature 


Serious 
Bits of 
Kit 


F ace it, ov/ning a 
PlayStation would 
be a complete waste 
of time if the only 
d^ice you’ve got to 
play it on is your 
parents old black and 
white, nine inch 
portable telly that 
couldn’t even generate 
one distinguishable 
colour let alone the 
other 16 million 
available in the 
machine’s palette, and 
the super high- 
resolution graphics 
would fall flat on their 
arse. Exposing the 24 
channel 16-bit digital 
stereo effects could 
also be a bummer with 
only one muffled mono 
speaker that sounds as 
though it’s being 
amplified by a dented 
biscuit barrel. But help 
is at hand with out 
buyer’s guide to the 
hottest hardware 
around that is 
guaranteed not only to 
transform your lounge 
into the control desk 
of the Starship 
Enterprise, but also 
make your PlayStation 
look and sound 
relatively good. 

Visual Trips 

1. Sony KV-32 WS (S) 
£2799.00 
Features 
32” screen. 

Dolby Surround 
Pro Logic. 

Nicam stereo. 

Picture in picture 

(PIP) 

Digital sound 
processor (DSP) 
Graphic equaliser 
The daddy of all 
Televisions, this one is 
essential for all lott(*ry- 


« « 


//inmng Piay^iaiion 
owners, fhe 32" 
wifJesf re(*ri front end is 
ide.tl for exposing the 
machine’s grcjfihicat 
capabilities and 


seeing as it is 
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compatible, you don’t 
have to worry about it 
rejecting foreign signals 
if you own an import 
machine. It also comes 
complete with Dolby 
surround and graphic 
equalisers to finely 
tune those earth- 
shaking vibes, and the 
PIP function means 
that you can watch 
Neighbours whilst 
screaming round the 
comers in Ridge Racei\ 

2 . Sony KV-i6 WT i 
£399.00 
Features 

16” Screen 
Full range speaker 
system 
Game button 
One button tuning 
and sorting 
This telly is perfect for 
films and video games. 
By using the special 
game button, it will 
select the front AV 
input, transform the 
screen into wide mode 
and optimise the 
colour and brightness 
to suit the game’s 
graphics. The full 
speaker system 
ensures that the 
PlayStation sound is 
belted out crystal clear 
and the thing is damn 
easy to tune as well. 


3 . Sony KV-X 2982 
(S) Super Trinitron 
£699.00 
Features 

29” Screen 
Full Spectrum 
Sound system 
Advanced Fastext 
One button tuning 
Slightly more 
affordable to the 
average stockbroker, 
this is top of the KV-X 
range and features 
everything you need to 
get good visuals and 
sound without going 
overboard. The 
modestly sized screen 
will portray the 
graphics in a startling 
light and you certainly 
won’t go wrong with 
the Spectrum Sound 
when it comes to 
booming out those top 
tunes. It also has 


sound contrived. From there the track 



Play: What has been your favourite 
sound score that you’ve done? 

MC: I’d have to say Krazy Ivan because 
there were no restrictions (hurrah for CD 
consoles!!!) and I do like the music that I 
came up with. I enjoyed doing Globule 
though, and Mega Apocalypse 2 
(unreleased SNES game) was great fun 
too because I was asked to officially 
rewrite a real classic of a Commodore 64 
Rob Hubbard track! 

Play: How long does it take to produce a 
piece of music for a game? 

MC: It depends on the style of music I 
am writing. For example, if I am feeling 
tired or depressed or something it’s more 
difficult to write jolly, happy music than 
to write some evil horrendous noisy 
thing. I do like to take time to get my 
music right, and I like to take pride in 


Ivan has much more of an industrial 
sound to it. Once that is established, if 
it is a style I have never written before 
(i.e. for Lemmings Paintball there is a 
big brass band style track which is 
something I had never done before) then 
I go on a search for that type of music. 
Maybe I’d go and buy some CD’s by an 
artist who writes in that style, to first of 
all get a feel for it. 

Then I get bars and pipes on and 
start creating. I may start by 
finding/creating a new sound as new 
sounds can sometimes inspire a whole 
track or a main theme. Then I will start 
fiddling on the keyboard with that sound 
until I get a good chord sequence, bass 
line, melody or sometimes a drum beat, 
and play that into the sequencer. I will 
then play that short section over and 
over, imagining what will go over the top 


just builds up in much the same way, 
each time adding another layer or 
progression. Lo and behold, there’s a 
piece of music! 

Play: It’s good job we said “briefly”. 

MC: (laughs) 

Play: How do you feel about big-time 
musicians entering the gaming industry? 
MC: Personally, I think it’s a good idea 
as long as It is done with the music in 
mind, and not just for the name of the 
artist. After all, it wouldn’t have been 
right to get someone like Dire Straits to 
do the music for Wipeout, would it? 

Play: Too right. 

MC: The gaming industry is now huge 
and music has always played a big part 
in games, the same way it does in films. 
It’s only right that the gaming and music 
industries come closer together. It’s not 
very nice for freelancers that make their 
living out of game music though. There 
they are, slaving away and in comes 
some big name with a bank balance to 
match, takes their job from under them 
and gets paid ten times what they would 
have earned just because of the name. It 
is disheartening when you’ve been doing 
a job for years and somebody who has 
never done it before is suddenly earning 
a lot more than you. It is also a bit one¬ 
sided at the moment. I mean how many 
computer game musicians’ CD’s can you 
see on the shelves in HMV? And I don’t 
think it is through lack of quality either. 

I think computer game music has an 
awful stigma attached to It. People still 
seem to think It’s all bleeps and blops. 
Hopefully with big-name artists coming 
in to do game music this attitude will 
change. Maybe in the future people will 
play a game with music by an unknown 
computer game musician and go looking 
for more of their music via the music 
shops. We shall see. 

Play: Do you think that the likes of 
Left field. Orbital, and The Chemical 
Brothers will increase the game’s 


my work. 1 could write a 4-5 minute title 
piece for CD in about 7-8 hours at a 
quality I am happy with, but If the time 
is available I spend a few days on one 
track. Music for internal sound chips 
takes quite a bit longer because I have 
to sample instruments, edit them, get the 
loops right, convert them, make sure 
they don’t take up too much memory etc. 

Play: Can you briefly explain the process 
of creating music to fit in with a 
particular type of game? 

MC: No. Only joking! Erm, what do you 
class as “briefly”? First of all we 
(musicians/programmers/designers/whoev¬ 
er) decide what style of music would fit 
the type of game. For instance. Wipeout 
needed fast techno stuff where as Krazy 


of it. When I think I have 
something that will 
sound good, I find/create 
the right sound and put 
it into the sequence. 
Certain styles do have 
certain rules which seem 
to dictate that style of 
music. For instance, 
reggae usually has a 
chord played on every 
offbeat; Frankenstein's 
doomy gothic music 
consisted of discordant 
key changes on a pipe 
organ or strings. If this is 
applicable then I will 
build this into the tune, 
trying not to make it 










channels and fitting 
it into 512k? I 
certainly can’t. 

Internal sound 
always has been and 
always wit! be limited 
to the memory and 
sound channels 
available, and big 
names are used to 
all of the equipment 
they own. If you 
drove a Mercedes, 
would you like to 
step down and use a 
mini for three 
months? I don’t think 
so somehow. 

Play: How easy is it 
to work on the Sony 



chances of success? 

MC: Definitely. Especially if the tracks 
are new and unavailable elsewhere. A 
lot of the time when playing a game, I 
would switch off the music and put 
some “real” tunes on, but there’s no 
need if the “real” music is already there 
and it’s by an artist who you are already 
a fan of. 

Play: Is there a kind of music/computer 
entertainment cmss-over occurring that 
will ultimately see more and more big 
name bands becoming involved in video 
games? 

MC: Most definitely. I don’t think there 
is any way that a big name will get 
involved in anything other than CO 
sound though. If a game requires music 
from the computer’s sound chip you can 
forget having a big name on the game. 

Play: Why has it suddenly happened 
now though and not, say. during the 
time when the SNES and Mega Drive 
were still cool? Is it anything to do with 
the Improved next gen console sound? 
MC: It's purely because music in a game 
can be played from CD. Even now, the 
interna! sound is not good enough to 
support the big names. Can you see The 
Chemical Brothers doing a track in 24 


PlayStation? 

MC: Well, if the music is from CD then 
it’s just a case of fitting the sound FX 
into the 512k available (the PlayStation 
does have hardware compression so this 
effectively becomes about 1.8 
Megabytes). If the CD cannot be used for 
music then music has to be played from 
the sound chip. The music is written in 
the same way as if it was to be played 
from CD, except you have to make sure 
that it does not play rnore than 24 
sounds at one partict'ar time ( maybe 
even less if there are also sound FX to 
be played simultaneojsly^ 

The sounds then have to be sampled 
from my equipment and made small 
enough to fit into the RAM available), 
converted into PlayStation format and 
loaded into a program called Sound 
Delicatessen on the Mac. Once the 
samples are set-up you can load in your 
MID! file (which contains the music data 
itself) and play the music. 

The PlayStation also has definable 
reverb which you can add onto the 
music or FX and this really does make a 
great difference to the sound. 

Play: What projects are you currently 
working on and what future plans to you 
have? 



MC: I am currently finishing off Lemmirtgs 
Paintball for the PC, PlayStation and ^MaC-^ 
After that I will be comoosing a number 
of rock tracks with a local guitarist for a 
racing game we are doing. There is also a 
strong possibility that this game will 
feature tracks by one or two very well- 
known guitarists! As for the future, I 
would like to see computer game 
musicians being seen in the same light as 
recording artists as far as game music 
goes. I hope to have a record deal myself 
in the future, either as a solo artist or 
with the band I am in. IMil then. I am 
happy to work for Sony and do music for 
the best games on the best console yet. 

Play: Finally, are game musicians the great 
unsung heroes of the industry or what? 

MC: Oh yes. We and our music certainly 
seem to go unnoticed most of the time, 
especially now that 3D graphics have the 
current limelight. I hope people will take 
the game music more seriously now. and I 
think that is starting to happen. The 
problem with a lot of In-game niusic is 
that it Is incidental, and only adds to the 
game (1 don’t think most people realise 
just how much it does add though). 
Whereas you need to be able to see a 
game and need to have the program 
there to play, the sound is not absolutely 
essential (although I think we all know 
how awful games without sound are!). 
Now. get another round in. 

Play: Sure. Thanks a lot, that was great, 
cheers my man. 

Next Month!!! 

Don’t forget to tune into the second 
and final part of our Play Music 
feature next month when we’ll be 
talking exclusively to Leftfield, 

Orbital, and The Chemical Brothers 
plus taking a close look at QSound, 
a new technology which threatenis 
to bring surround sound to the 
world of video games. 
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parental \ocK sleep 
time'' ana comes 
complete with a 
video stanc. 

Sound Bites 
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he PlayStation 


t con- >' 


nected up to any hi-fi 
system, but here are 
some desirable pits to 
make the overall expe¬ 
rience even better. 

4 . Sony 15 
Speakers 

f 599-99 

Ouch! The verv sight 
of these towering 
monsters is even to 
put the willies up any 
sound boffin. The SA¬ 
VA 15 Dolby Pro Logic 
active speaker system 
can generate a stag¬ 
gering 100 watts of 
power and comes with 
five amplifier channels. 
They come at a sweaty 
price but if you’ve got 
the spends, take the 
plunge - just ignore 


the next few bank 
statements. 

1 

5 « Sony PMC'202 Hi-Fi 

A 

£249.99 

The affordabie hi-fi 
system is Idea! for 
booming out those 
PlayStation sounds. It 
booms out 25 watts of 
power, has an LCD dis¬ 
play. CD player, cas¬ 
sette deck and tune", 
and also comes with 
Mega Bass and elec¬ 
tronic sound moeJe. Ail 
at an unbeatable pr'ce. 

► top BUY ◄ 

6 . Sony SRS -0 2K 
Speaker System 

£99.99 

Armed with this little 
set-up, you’ll be able 
to blast out those 
sounds at groura- 
shaking volume with¬ 
out breaking tne bank. 
As well as being com- 
oatible with e\ea- 


thlnr. *‘^ev come com¬ 
plete with a built in 
ampitfier, ao watt out¬ 
put and full range 
bass svstem. A stonk- 
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T o celebrate the arrival 

of the hilarious 
Discworld on the 
PlayStation, Play are 
delighted to be able to offer you, 
in conjunction with Sony Interactive, a 
positive treasure trove of Terry Pratchett 
collectibles. An absolute must for all fans! 
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► The winner will receive valuable 
Clare Craft models of the Discworld 
characters - Librarian, Death, Rincewind 
and Luggage. 

► A complete set ot ten collectable 
Pewter figurines. 

► A copy of Terry Pratchett’s Me/? at 
Arms, signed by the great man himself. 

► A copy of the PlayStation version of 


Lot 10 poor chaps who don’t quite 
make the grade, we also have copies of 
tlie book A/Ie/r a/ Arms. Although these 
aren’t signed. Hey, you should have 
been a winner pal! 

All you have to do is... 

► lo win all this fantastic Terry 
Pratchett gear, all we are asking you to 
do is name the two famous gee/ers 
pictured on the left who provided tlie 
voices for nviiny of the diaracters in 
Disi world, t asv peasy lemon squeesy! 


How to 








LT3 


r 


end your answers on the 
back of a postcard or a 
sealed envelope, along with 
your name and address to: 


Ltd 


Terry Pratchett 

Play Magazine 
Paragon Publishing I 
Paragon House 
St Peter’s Road 
Bournemouth 
BHi 2IS 


Please note: The editor’s decision 
is final and employees of Paragon 
Publishing, relatives and their 
friendly neighbourhood wizards 
may not enter. 













































playing tips 



Battle Arena 
Toshinden 

^ Play as Gaia 

Enter the following code whilst on the 
title screen: 

Down, down, right, right plus weak 
slash. Then go to the option screen 
where you can select your fighter. Pick 
Fiji, then press up until Gaia’s face 
appeiirs. You will now be able to select 
her to fight with. 

Control the Cameras 

lo move the cameras around in even 
more weird and wonderful directions, go 
to the options Sfreen and set the control 
to i?. When done, a hidden camera 
option will appisir under the camera 
action named “yourself”. Select it and 
then go lo die (ontrol again, this time 
selling it lo j Start a new game, 
pause it and hold down all of the hit 
biiltons. I he left and right buttons on 
both ()ads will nt)W operate the cameras. 
Sel(*rt with changes between the scaling 
and rotating. 





► Extra Cars 

To obtain more cars, destroy all of 
the aliens in the space invaders 
game before it loads. Then go to the 
car selection screen. You will then be 
able to pick a wider variety of cars to 
race with. Exciting huh? 

► Mirror Tracks 

You can operate this trick on all 
tracks. Just run into the wall which is 
behind the starting line at a 
minimum of lookm/h. If you have 
done it right, the track should now 
be completely mirrored. Make sure 
though that you don’t go over the 
overhead sign before turning around. 
If you do, the door will disappear 
and the cheat won’t be activated. 
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Jumping Flash 

start on any World 

On the title screen, press the following 
buttons to t‘nter any world/slage. 

Up, up, down, down, x, x, left, right, 
left, right, x, tri.ingle, x, triangle. At this 
point theiscr(*eti should turn red if you 
have dufie it < orrectly. Now press the 

start button 
and use left 
and right 
on the D- 
pad to 
r hoose a 
world or 
Stage. 



5 


l Extra’s 

U are situated in the Doom-style 
shooting the walls with a picture 
Aloha, they will flash white, 
u into openings with various 
s and extra lives in them. 

Title Screen clouds 

This little trick allows you to make the 
clouds on the title screen move faster. 
Simply hold down all four buttons on top 
of the pad and then move the D-pad up 
to make them go faster and down to 
slow them down, it's amazing what 
programmers sneak into games, isn’t is? 



^ Hidden Stage 

Shoot down the ships in the first wave 
of stage two. Then, wh#n the second 
wave fly on screen, shoot the first ship 
and avoid all of the others. After you 
have done this, the enenik’s will 
explode and you will be warped into a 
tough hidden section. 



Rayman 


Extra continues 

When you have either o, i. or ? continin*s 
remaining, on the continue screen, kee[) 
repeating the following sequence of 
buttons on the left controller; Up, down, 
left. This, if it ha‘i been done 
correclty, will give you lo continues. 
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it had to be 
done.The 
Station Master 


is here, ready 
to solve all 


your 

PlayStation 

gaming 

teething 

troubles. 

We’re decided 
to break you 
in gently this 
month with 
some classic 
tips on the 
games you’ve 
probably 
already gone 
out and 
bought. 

There’s more. 
Over the next 
six pages 
you’ll find Part 
One of our 
guide to the 
PlayStation’s 
first classic 
game, the 
awesome all¬ 
singing, all¬ 
dancing 
Wipeout and 
a complete 
guide to one 
of the next. 
Mortal Kombat 
3. That way, 
when it hits 
the shops 
next month, 
you’ll be fully 
prepared. Say 
“thank-you 
Station 
Master’’. 
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playing 


It’s time to 
knuckle down to 
some serious 
race action. So 
take in the 
amazing 
backdrops and 
tune into the 
trance-like 
sounds of 
Wipeout.. And if 
you play the 
Play way, 
success is 
guaranteed. 
Here’s a taster 
of our complete 
guide to help 
you on your way. 
Anyone unable 
to wait for part 
two (coming 
next issue), 
should check 
out the Play 
pages on 
Paragon On-Line 
our Internet 
service. You c 
reach us at 
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types of craft to 

elect, but what do they all do? Making sure you 
pick up the right vehicle for yourself is vital. Read the 
following and you should be safe to race... 


y. 




AG Systems 

► John Dekka 
► Daniel Chang 


► Acceleration: s 
► Maximum Speed: 


► Mass: 3 
► Turning Circle: 4 

If you want good acceleration, then this 
is the team to use. Overall speed though 
is pretty average, so the best wav of 
making sure vou don’t get overtaken on 
any of the straights is to employ alt the 
lovely weapons available. 


If vou feel that vour driving skills ate 
pretty average at the moment, then AG 
Systems is a good all-round team to race 
with. Oh yes. It’s just the case ol which 
pilot now. John or Daniel? 


► Aria I Tet suo 

► Anastasia Cherovoski 


► Acceleration: 3 

► Maximum Speed 

► Mass: s 

► Turning Circle: \ 


: 


> 




Bloody big. but 
,it the same time. 
extremely fast and a 
couple of sniarl driver 
names to boot. It you use 
these machines you’ll have to 
make good use of your air brakes, 
especially when you get into the 
Rapier league as the extra speed 
requires a hell of a lot of brakittg 
compared with Venom. With this ship, 
if another competitor even attempts 
to knock you out of fiis path, you’re 
sate to give him a good shunt up the 
proveri)ial le.ti end! 
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guide 


Joy! The 
greatest beat 
’em-up ever in 
the history of 
beat ’em-ups 
(apparently) 
has launched 
an all out 
attack on the 
PlayStation - 
months ahead 
of the Saturn. 
But how does it 
fare up against 
the polygon 
pundits? Pretty 
damn well if 
the truth be 
known. It’s 
coin-op perfect 
in every shape 
and form and 
the big 
attraction is 
undoubtedly 
the gut- 
wrenching 
array of death 
moves which, 
funnily enou^, 
are what this 
guide is all 
about. So go 
out, buy the 
game and then 
refer to this 
unbeatable 
guide to all the 
moves and 
more - courtesy 
of the gamers 
in the know! 




F - Forward 
B - Back 
U - Up 
0 - Down 
LP - Low Punch 
HP - High Punch 
LK “ Low Kick 
HK - High Kick 
BL - Block 
R - Run 





Standard moves 

High Rreball - F. F, HP 
Low Fireball - F, F. LP 
Torpedo Kick - F, F, HK 
Bicycle Kick - Hold LK for 3 


Crushing Combo - HP, HP, BL, 
LK, LK, HK. LK 
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Finishing Moves 

Fatality 1 (Coin-op SplaQ - 
From anywhere, hold BL and 
press U, D, U, U and R + BL. 
Fatality 2 (Burn Out) - F. F, D, 
0 . LK from anywhere. 

Pit Fatality - R, BL. BL, LK 
Friendship - R, R, R, D 
Babality - D, D, D, HK 
Animality - Inside sweep 
range, hold BL and press D, D, 
U. 


A Ahh! isn't young Master Kang 
cute as a pant-wetting tyke? 
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A Kang keeps fit by riding his 
bike... on someone’s face! 
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A Let this be a message to 
anyone wanting to mess with our 
Liu, take the incineration of this 
replicant for example, very nasty! 


A “Have some of that you cheap 
imitation you!” Kang demonstrates 
that the church of MK obviously 
isn’t big enough for two dragons. 










♦ 


mitt'Of 


IR 


m/t$:OC 


7)| 


» 9 tn* 




SOMYfi WINS 




n 


mns: 0 % 


P® 


mns’oo 



A 




'A 


■^^rnnL'Ot 
hmtK 



*MrM 


07 


mtHtrCO 


'»•« A 





standard moves 

Ring Toss - D, F, LP 
Bicycle Kick - B, B, D* LK 
Leg Grab - D, LP+BL 
Air Punch - F, B, HP 
Crushing Combo - HK, HK, 
HP, HP, LP, BL+HP 


Finishing Moves 

Fatality i (Crusher) - one 
jump away, hold BL+R and 
press U, U, B, D 
Fatality 2 (Death Kiss) - < 
one jump away, B, F, D, a 

D, R I 

Pit Fatality - F, F, D, HP ^ 
Friendship - B, F, B, D, R 
Babality - D, D, F, LK 
Animality - LP, F, F, 

D. F. LP 
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Mr. Jax 

- robo wrestler max 


Standard Moves 

Ground Slam - hold LK for 3 
secs 

Missiles (one) - B, F, HP 
Missiles (two) - F, F. B, B, HP 
Running Punch - F, F, HK 
Gotcha - F, F, LP 
Backbreaker - tap BL whilst in air 
Multislam - tap throw and then 
rapidly press HP 
Crushing Combo - HK, HK, 
D+HP, HP, BL, LP 

Finishing Moves 

Fatality 1 (Big Foot) - one jump 
away, R, BL, R, R, LK 
Fatality 2 (Slicer) - get in close, 
hold BL, U, D, F, U, release and 
press BL 

Pit Fatality - D, F, D, LP 
Friendship - LK, R, R, LK 
Babality - D. D, D, LK 
Animality - hold LP, F, F, D, rele; 
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▲ like father like son. I hope you 
can get cyborg>arm upgrades. 

▼ Obviously a futuristic twist on 
the pistols at dawn theme. 
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release and press LP 


Sheeva 

- multi-armed diva 

Standard Moves 

Fireball - D. DF, F. HP 
Teleport Stomp - D, U 
Quake Stomp - B, D, B, HK 
Crushing Combo - HP, HP, LP. HK, 
HK, LK. B+HK 

Finishing Moves 

Fatality 1 (Ripskin) - get in close 
and hold HK, B, F, F, release and 
press HK 

Fatality 2 (Pound) - get in close, 

F. D. D. F, LP 

Pit Fatality - 0 , F, D. F, LP 
Friendship - F, F, D, F, HP 
Babality - D, D, D, B, HK 
Animality - get close, R, BL, BL, 
BL, BL 


Mr. Stryker 

- gun-toting nutter 
Standard Moves 

Clothesline - F, F, HK 
Ankle Swipe - F, B, LP 
High Grenade - D, DB, B, HP 
Low Grenade - D, DB, B, LP 
Crushing Combo - LK. HP, HP, LP 

Finishing Moves 

Fatality 1 (Bomb) - get close, D, 

F, D, F, BL 

Facility 2 (Taser) - full screen 
away, F, F, F, LK 

Pit Fatality - hold BL, F, U, U. HK 
Friendship - LP, R, R, LP 
Babality - 0 , F, F, BL, HP 
Animality - two steps away, R, R, 
R, BL 


Kung 



says ciao 


Standard Moves 

Hat Toss - B, F, LP 
Teleport - D, U 

Shield Spin - F, D, F, then tap R 
repeatedly 

Hammer Kick - D+HK in air 
Crushing Combo - HP, LP, HP, 
LP, LK, LK. HK 
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In case you were ever wondering 
what a crazed alien killing machine 
keeps inside his torso - hey presto! 
So. er... what does he keep down his 
pants then? 


▲ Kung Lao manages to kick his 
twin right where it hurts most. 

nnishing Moves 

Fatality 1 (Hat Slice) - in sweep 
range, F, F, B, D, HP 
Fatality 2 (Tornado) - D+BL+R 
repeatedly 

Pit Fatality - D. D, F, F. LK 
Friendship - R, LP, R, LK 
Babality - D, F, F, HP 
Animality - get in close, R, R, 

R, R, R, BL 
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▲ If you ever stop to think 


happened to the crappy late 
eighties dance combo, The London 
Boys, here are the new routines. 
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Sub-Zero 


he’s our hero 


Standard Moves 

Ice Blast (straight) - D, DF, F. LP 
Ice Rain (homing) - D, DF. F. HP 
Ice Rain (near) - D. F. B. HP 
Ice Rain (far) - D. B. F. HP 
Ice Decoy - D. DB, B, LP 
Slide - B. LP+BL-f LK 
Crushing Combo - HP, HP, LP, 
HK, B+HK 


Inishing Moves 

t (Freeze Breath) - 
fp range, B, B, D, B, 

Smash) - get in 
R, BL, R 

_ B. D. F. F. HK 

LK, R. R, U 

Babl^Hp, B. B, HK 
AnimiHr^get in close, hold 

BL-i-lMrU, U 



▲ Dont you just 
do this move all 



gamers 






A Will the real Sub-Zero please 
step forward? 


Mr. 

Smoke 

- a fiery bloke 

Should you ever find 
this elusive soul, these 
might come in handy. 

standard 

Moves 

Spear - B, B, LP 
Teleport Punch - F, F, LK 
Air Throw - BL when in 
air 

Invisibility - hold BL, U, 
U, R 

Crushing Combo - HP, 

HP, LK, HK, LP 

Finishing 

Moves 

Fatality i (Oral Bomb) - 
outside sweep range, 
hold BL+R, D, D, F, U 
Fatality 2 (Earth Xplode) 
• full screen away, hold 
BL, U, U, F, D 
Pit Fatality - F, F. D. LK 
Friendship - R, R, R. HK 
Babality - D, D, B, B. HK 
Animality - full screen 
away, D, F, F, BL 

^ You know what they 
always say, wherever 
there's Smoke there's... 
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Kabal 

- not our pal 

Standard Moves 

Fireball - B, B, HP 

Spin - B, F, LK 

Saw Blade - 6, B, B, R 

Crushing Combo - LK, LK, HP, HP, 

D+HP 


Finishing Moves 

Fatality 1 (Scare) - one step 
away, R, BL, BL, BL, HK 
Fatality 2 (Inflate) - D, D, B, 
Pit Fatality - BL, BL, HK 
Friendship - R, LK. R. R+U 
Babality - R, R, LK 

HP. F, F, D, 
release and press HP 


F. BL 





A Never let success (or lack of it) go 
to your head. What a swelling! 


S hang Tsung 


the end of the fun 


Standard Moves 

Fireball (one) - B, B, HP 
Fireball (two) - B. B. F, HP 
Fireball (three) - B. B, F, F, HP 
Ground Fire - F. B, B, LK 
Crushing Combo - LK, HP, HP, 
LP, B+HK 

Morphs 

Cyrax - BL, BL, BL 
Jax - F, F, D. LP 
Kabal - LP. BL. HK 
Kano - B, F, BL 
Kung Lao - R, R, BL, R 
Liu Kang - 369® toward 
Nightwolf - U, U, U 
Sektor - D, F, B, R 
Sheeva - F, D, F, LK 
Sindel - B, D, B, LK 
Sonya - D+R+LP+BL 
Stryker - F, F, F, HK 
Sub-Zero - F. D, F. HP 
Smoke - B, B, D, LK 

Rnishing Moves 

Fatality 1 (Spike Bed) - one 
step away, hold LP, D, F, F, D, 
release and press LP 
Fatality 2 (Soul Suck) - get in 
close, hold LP, R, BL, R, BL, 
release and press LP 
Pit Fatality - hold BL. U, U, 

B. LP 

Friendship - LK, R, R, D 
Babality - R, R, R, LK 

- inside sweep 
range, hold HP, R, R, R, 
release and press HP 
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A Another inch and he'd 
exactly what giving birth 




Not bad eh? If this guide doesn’t help 
mash your mates into a bloody, squidgy 
pulp then consider taking up chess! 
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1 = Rayman 

87% 

Fiendishly di^cult. 

1 = jumping Flash 

87% 

Grippingly addictive & 
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Subscription 


H ey, you know youVe found the best PlayStation magazine 
around so why take a chance on getting to your newsagents 
before it sells out every month? Take advantage of one of our 
discounted subscription offers and we*ll send it to your doorstep, long before your pals can buy it in the shops for a whole year! 
Bloody brilliant eh? 


Annual subscription to Ptay -no CD (12 issues) 

Save almost 25% on UK newsstand price. 

□ UK £27.00 

□ Europe £45.00 

□ Rest of World £63.00 

Annual subscription to Play -with CD {12 issues) 

Save almost 25% on UK newsstand price. 

□ UK £53.00 

□ Europe £72.00 

□ Rest of World £90.00 

Please return the coupon, or a photocopy of It (together with a cheque/PO 
made payable to Paragon Publishing Ltd) in an envelope to the following 
address: 

Ptay subscriptions. 

Paragon Publishing Ltd. 

Freepost BH 1255, 

Bournemouth, 

BHi iBR. 

It won't cost you a penny if posted In the UK. Alternatively, call our Credit Card 
hotline on (01202) 200200 or Fax us with your details on (01202) 299955. 

Your Details: 

I would like my subscription to start from Issue No. 

If you are taking out a subscription to Play for yourself or as a gift for 
someone else, please fill in the details right: 


Name 






Signature 
Address.. 


' * * • 


Postcode 


Phone Number 


*«*' 




* * 


Method of payment 

□ Cheque/Postal Order 

(please make payable to Paragon Publishing Ltd) 

□ Credit Card 
Expiry Date 
Card Number 


If the subscription is a gift, please fill in the details of who you wish to receive 
the magazine. 


Name 


Address 


> • • • • 4 


' *«•« 


*«* ■ 


•m 9-m- 


• « • 




....Postcode 






Phone Number 

















































Sponsored by Sony Interactive 


kay, so youVe read 
the magazine, now 
you must have an 
opinion or two about 
how we could make It even 
better. I bet you could tell us something 
about the other PlayStation magazines 
you have read too. 

Why not take five minutes and fill in 
the Play readers’ survey, and not only get 
to say what you think of us, but get 
automatically entered into our 
^ excellent 3D Lemmings competition! 
Yeah, alright, we knew you wouldn’t 
do it for free. 

The sender of the winning survey 

will receive a brand new 
PlayStation, a copy of 
3D Lemmings, and a 
lelly Belly jelly bean 
dispenser full of the 
scrummiest 
confectionaries on the 
market. Major sugar 
frenzy ahoy! 

100 runners up will also recieve 

packets of )elly Belly 
jelly beans in the 
post. Sweet reward 
I’d say. 

Still not sure 
whether to fill it in 
or not? Well we’ve 
even given you a freepost 
address so there is no need for a stamp 
if posted in the UK. Now don’t be so 
bloody lazy. Send your completed surveys 


to the following address: Play Readers* 
Survey, Paragon Publishing Ltd. Freepost 
(BH 1253), Bournemouth BHi iBR. 

Personal Details 

1. Your name 


2. Your address 


3. Are you male? 


female? fl 


4. How old are you? 
n Under 10 
n 10-16 

I 1 17-21 

n 22-26 

127-31 

n 32-40 

1 Over 40 


5. What is your occupation? 


6, If you are a student, what are you 
studying? 


7. How much does your household earn 
a year? 

n 5-10K 
n 10-15K 

n 15-20K 

r 120-30K 
n 30K+ 
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General Information 

8. What daily newspapers do you 
read? 

[ I The Sun 
I 1 The Daily Star 
I I The Guardian 
1 The Times 
i The Telegraph 
I The Independent 
I The Express 
I I The Daily Mail 
I Today 
i 1 The Mirror 
n Others (please state) 


+ * 


9. What Sunday newspapers do you 
read? 

I I The Observer 
I I The Sunday Times 
I I The Sunday Express 
1 I The Independent on Sunday 
I 1 The Sunday Mail 
1 News of the World 
I Others (please state) 








10. What PlayStation magazines do 
you read, other than Play? Do you 
feel any of them are better than 
Play? 

Rp A H 

Better.. 

r I The Official PlayStation 
Magazine 
1 PlayStation Plus 
1 Sony Pro 



Also 


I GamesMaster 
! Edge 
I X«Gen 
i CVG 

I Games World 
Others (please state) 


11. What other non games magazines do 
you read? 

1 Empire 
i Premiere 
I i Sky 
D GQ 

I I Loaded 

riQ 

-1 

i Select 
n NME 

n Melody Maker 
\ I Top Gear 
n Others (please state) 


12. 


Which of the following do you own? 
! Credit card 
I Personal pension 
Mortgage 
Loan 

Health insurance 
House insurance 
Life insurance 


13. Do you intend to buy any of the 
following in the next 12 months? 

I Television 
i ! Cable 
Video 

Satellite TV 
t ! Car 
\ ' Hi-Fi 


Your PlayStation 

i/|. Do you own PlayStation? 

I 1 Yes 
f I No 


14b. If no, are you planning to buy one? 


15. Where did you buy your PlayStation? 
I I Mail order 
I 1 Retail outlet 
r 1 Specialist supplier 
[ I Other (please state) 


16. Where do you buy your software? 


17. Do you use your PlayStation to play 
music CDs? 

\ I Yes 
n No 


18. What peripherals are you hoping to 
buy in ttie next 6 months? 


19. Would you prefer to pay £2.95 for a 
magazine without a demo CD? 

Or £5.95 for a magazine with a demo 
CD? 


20. Generally, how do you think we 
could improve the magazine? 


21. Is there any other section you would 
tike to see in the magazine? 


22. What games are you looking forward 
to being released? 




# • # 


23 - 


What is your favourite type of game? 
n Beat-’em-up 
n Shoot*’em-up 
n Racer 
n Sports 

n Role playing game 
n Adventure 
n Combat flight sim 
n Puzzle 


24. Do you believe you got value for 
money from this issue of Playl 


Finally, a tie break question from Sony 
themselves: 

25. Who do you think Is the world’s 
biggest Lemming? 







\ 
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\ 
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Paragon Publishing, publishers of the best-selling Internet and Comms Today* and the bi-monthly Net User^has expanded* publishing ventures onto the 
Internet with its Web magazine. Paragon Online. With Paragon Online, you can communicate directly to any o' magazinJPdilors. find out future magazine 

plans before anyone else, read the latest news updated by the magazine staff and have a joHv g(|iiiNi time. 

All you need to connect to Paragon Online is an Internet account, a suitable PC, a modem and a telephone line. Aiternativelv, yo- can get on via a direct col¬ 
lege connection. Once you connect with a World Wide Web browser, there are no hidden charges. Paragon Online is a completely free service. 


Tune your World Wide Web browser to: 


http: //www.paragon.co.uk/paragon 


Paragon Publishing, the publishers of this magazine, have vast Internet experiecce. Octooe' *994 it launched the first and 
best-selling Internet magazine, Internet and Comms Today*. With the launch of Wer Lser in Ao* '.995, it became the only UK 



magazine publisher to have two independent Internet magazines. When it comes to :re ''te" 

enced publisher. With our ever-increasing range of Computing, Games anc 5 c0 

M develop into one of the busiest Web sites. 




is no more experi- 
‘it es. Paragon Online will 


S 

Is lien 

, J»nl ^ 

^,)j 


r • K'*'*' ^ •C M 


If you are an independent publishing company and wish to get yo 
Paragon Publishing, email Pat Kelly at patk@paragon.co.«< or cal! 0:1 

To advertise on Paragon Online on very favourable introductory 
patk@paragon.co.uk or call 01202 200203. 
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ma Pat Kelly at 
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ell, we hope you enjoyed it. And filled in 

W the survey to tell us so. (Hey, and if you 

want to fill in a subscription form too. 
that would be smart). 

A thought to leave with: If you haven’t 
bought a PlayStation yet, why pot? It’s better than 
Saturn, it’s better than 3DO, ip better than Jaguar - it‘s ^ 
even better than a PC, Hby r^kons that to run some of the 
PlayStation games weVf seen on a PC, you’d have to fork out for at 
least £2,000 worth ottfp of the range PC kit. Sony's grey bundle of fun 
costs around £300. j|> tontest really! 

And with a PC you naw to make sure you’ve got enough RAM, 
configure system for viruses,..and so on and so on. 

Who wants that? V^MPNayStation you simply put the CD 





in, click the lid ddK and hit the power button - now ^ 
that’s what I call ^g in and play. 

If thafs not convinced you, buy Play next month 
and you'll be taking home issue two of the most 
powerful games magazine on Earth PLUS an 
exclusive playable PlayStation demo CD! ^ 

There are more top reviews too. Targeted for 
evaluation next time around are FIFA 'p6, 

Primal Rage, Actua Golf, Road Rash, Wing 

Commander ill, Alone In The Dark: Jack's Back, and many, 
^ many more. Well over 20 games, we reckon. Could 

even be more! 






a great maj 
Issue 2 of 


Play goes on 


November 16th, priced 


£5.95 (wi 
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.. ACCESSORIES 

g 1.S0NYJ0YPAD £24.99 

g 2. SONY MEMORY CARD £19.99 
5 3. SONY MOUSE £24.99 

5 4. SONY LINK LEAD £19.99 

^ 5. LOGIC 3 PAD 14.99 

^CNEGCONPAD £44.99 

$ 7. AV SCART CABLE £19.99 

§ a JOYPAD EXTENDER CABLE £14.99 



COMPUTER 

ENTERTAINMENT 


DESTRUCTION DERBY -Wrecking 

racing, stock car racing, destruction 
derbv and time trials. Hit and run 



mayhem at its best. 


TEKKEN- A mega hit, 8 Characters 
and 9 bosses each with their own 
devastating attacks. 


THIS MONTHS HIGHLY RECOMMENDED GAMES 





HERE IS lUST A SELEaiON OF SOME OF THE OTHER GREAT TITLES AVAILABLE 


TOP TEN GAMES 


Ridge R<icer. .£.^ 7/>9 

Tekken...£^ 9.99 

Tohshindon....£^ 9.99 

lumping FIfisli.£ U .99 

Wiixxxit.£ 59.99 

Deslruc tion Derliy.£ 59.99 

. 5 D Lemmings.£ 54.*)9 

Mortal Kombcit 5 .£ 59.99 

FIFA 99 . £ 59.99 

Actual Golf.£ 59.99 


Thenv Park.£ 57.99 

Fade To Black.£ 57.99 

Primal Rage.£ 57.99 

Sf)lit Realities.£. 57.99 

Sc reaming Whrx'Is.£. 57.99 

Rapid Reload.£ 54.99 

Raiden.£ 57.99 

Boxers Road.£ 57.99 

Dynamic Tension.£ 57.99 

ShellsIifK k.£. 57,99 

Waterworld.£ 57.99 


Ultimate Paradious.£ 59.99 

Motor T<x)n GP.£ 59.99 

Strrx'tllghter The Movie.£. 54.99 

Cylx'rskxl...£ 59.99 

1 1 th Hour.£ 57,99 

StaHilade.£. 59.99 

Krazy Ivan.£ 54.99 

Ass«Hilt Rigs.£ 59.99 

Road Rash.£ 59.99 

Magic Car|x 4 .£ 59.99 


S|X)t GtK^s to Hollywcxxl ...£ 59.99 


R«iyman.£ 59.99 

Prowler.£ 59 . 9 <) 

Creature SIxxk - S|x\ial Ed..CALL 

Dekon 5 .£ 59.99 

Syndicate Wars.£ 57.99 

Goman.£ 57.99 

Rollcage WWF.£ 54.99 

Air Comhat.£ 57.99 

Goal Storm.£ 57.99 

Projrx t ()v(Ykill.£ 59.99 

Arc The Lad.£ 57.99 


A// the M)ove product are ofhcial U.K. products. We do not se// any imported products. 

Prices corrected at time of going to press. Subject to change. E & EO 



MAIL ORDER DIRECT ON 



217 LONDON ROAD • APSLfY « HEME HBVIPS1EAD • HERTS HP3 9SE 


Cheques/Postal Orders payable to 
Playstation Direct Limited 


Postage & Packing 

SONY PLAYSTATION MACHINE £5.00 


Software& Accessories 

10 TELEPHONE LINES 
Open 10 a.m. >7 p.m. 



FREE 















































































